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Power-ups enable true arcade play. 
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0 YOU GO STICKSIDE, 
GLOVESIDE, OR THROUGH 


THE LITTLE LOOP IN THE 
LACE OF HIS RIGHT SKATE? 


Presenting NHL FaceOft ‘99. Now, 
with all-new Authentic Hockey 
Intelligence’ so players dish out 
drop passes and hip checks just 
like they would in the NHL. Pull 
off every check, shot and save 
you can think of (including a few 
you can’t). Play in real NHL arenas 
° aA »4 i designed from actual blueprints. 
And who better to call the action 
than Mike Emrick and Darren Pang. 
Test your skills in the most realistic 
hockey game you'll ever play. a <r 
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Without lacing up a pair of skates. 
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E WENT 92 YARDS, BROKE TWO 
TACKLES, JUKED ONE CORNER AND BLEW 


THE NUMBERS OFF THE FREE SAFETY. 
C’MON, LET THE GUY DANCE. 


Football doesn’t get any more real 


than NFL GameDay ‘99. This year, 


we've given NFL GameDay ‘99 a 


a " stadium full of new features, like 
all-new graphics and gameplay, 
brilliant sportscasting by Dick 


Enberg and Phil Simms, and 


Authentic Football Intelligence, a 

new innovation which has players 

thinking and reacting just like they 

do in the pros. NFL GameDay ‘99 

by 989 Sports. Take a few snaps and 
- you'll see why it’s the best-selling 


football game around. 
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JUER TO G64! 


BUY now AND GET... 


Please Print Clearly. 


j Address: 


City: State: 


: . Systems Owned: 


N64 _ Saturn _— emas: 
ean Age: 


Terms and Conditions: 
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I 
| P.O. Boxes without street addresses will not qualify as mailing 
f addresses. Original cash register receipt along with original UPC 
I f symbol must be used; duplication or copy is not acceptable. 
Rebates must be postmarked by 12/31/98. Offer valid only in 
I the USA, void if all requirements are not recieved, or if certificate 
is not completely filled out. Allow 8 weeks for refund delivery. 
| Not responsible for lost or misdirected mail. 
I 
i 
: 
I 
i 
I 
i 
I 
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*To receive this special rebate offer cut out and mail in: 

A) "UPC" symbol from Ocean's GT64 
Championship Edition along with the coupon to the right. 

B) The original store identified cash register receipt with 
the puchase price and date circled. 

C) One "UPC" symbol from any N64 driving game 
other than GT64, OR manual cover, OR the bottom 
of the box (Automobili Lamborghini, Cruisin’ USA”, 
Diddy Kong Racing™, F1 Pole Position 64”, 

Mario Kart 64”, Multi-Racing Championship™, 
San Francisco Rush™, or Top Gear Rally™ qualify.) 


Fill out our certificate and send to: 
GT64 $10 Rebate Offer 

P.O. Box 6164 

Stacy, MN 55078-6164 


INFOGRAMES 


© 1998 Imagineer Ltd. © 1998 Infogrames Entertainment, Inc. Ocean, Infogrames and Wetrix ara © and TM of Infogrames Entertainment. Inc. All Rights Reserved. © 1996 Nintendo of America Inc. 
Nintendo, the Official Seal, Nintendo 64 and the “N" logo are trademarks of Nintendo of America Inc. All other trademarks and registered trademarks are the property of their respective holders. 
Trademarks are the poperty of menponcecines publishers and developers. 
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IT’S NOT A 


MIKE PIAZZA 
CATCHER, LA DODGERS 


ALL 700+PLAYERS! ALL NEW 1998 ROSTERS! 
ALL THE STADIUMS! ALL THE TEAMS! ALL IN 3D! 


To .86C. YOU SIEAL. 


ee FAST-PACED ACTION. SWITC 
YOU SLUG YOU CRUSH. Be ine T0 aenaneste be 
Po. TONS OF HIDDEN SECRETS! 


YOU HIT AND RUN, eS 


RBI 424 


AT 10 POW 10 
PD 3 OEF 3 


YOU TRY 10 Stal THE HEAT 


EXHIBITION, FULL-SEASON, ALL-STAR, WORLD 
SERIES AND HOME - naman a — 


* sist 


Oye GWE END Cr IT ALL 


SOME GUY IN A MASK 
TRi€S 10 .1AKE YOU DOWN 
1D PROTEUT WIS HOME 


f) 


WELCOME 10 
AMERICA’S PASTIME. 


sy Thumb WHAT A GAME. im TEAGUE BASEBALL” a 


Be sure to visit MLB's Oficial Web Site, MLB@BAE wow.majaleaguehaseballcom 


Mike Piazza’s StrikeZone developed by and © 1998 Devil's Thumb™ Entertainment. All rights reserved. Published and distributed by GTInteractive Software Corp. Major | 
and copyrights are used with permission of Major League Baseball Properties, Inc. Officially Licensed by Major League Baseball Players Association. Microsoft® and V 


trademarks of Microsoft Corporation. Nintendo, the Official Seal. Nintendo 64 and 3-D “N Logo and Rumble Pak™ are trademarks of Nintendo of America Inc. 


Instead of judging a game on the size of its jock strap, 

/\ 4 we're gonna judge it by the number of jock straps it gets. 

A five-jock strap game rocks, while a one-jock strap game is 
as bad as the Chicago Bears. Sound simple? Darn right it is. 


f you're planning on buying a sports game anytime soon (and we assume you'll 
probably buy several since you bought this book), then you've come to the right 
place. Contained in the pages ahead is an in-depth alphabetical listing of the 
latest sports games (put together by the FGM staff) to hit the Nintendo 64 and 


the PlayStation—with a few Saturn games thrown in for good measure. 
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1080° SNOWBOARDING 


Characterized as voy 
an icy equivalent of ttle 
Wave Race by FGM, 
1080° Snowboarding 
is a fun game that 
will leave you wish- 
ing for more. 

For whatever rea- 
son, Nintendo only included six courses, but at least 
you'll have loads of fun playing each one. The control 
in 1080° is superb, and it'll take awhile for you to 
master it entirely. While you learn, you can enjoy 
each track’s gorgeous 3D graphics that are probably 
the best of any snowboarding game by a mile. The 
game's Two-player Mode helps alleviate the fact that 
there are only six different courses, making 1080° 
Snowboarding the best next-generation snowboard 
game out there. Now if there was only more of it... 
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ADIDAS POWER 
SOCCER 98 


Psygnosis is generally 
known for quality 
games—except when it 
comes to sports. Adidas 
Power Soccer 98 is so 
uninspired that it seems 
like the only reason it 
exists is so that Psygnosis 
has a place to stick the 
Adidas logo and commercials (there’s a ton of them 
to see before the game starts). 

The game doesn't look too bad at first glance since 
the 3D graphics are all right. After closer scrutiny, 
however, you'll find that the control and computer 
intelligence are ridiculously sloppy, not to mention 
the game's horrific presentation. There's plenty of 
other decent good soccer games out there. Don’t 
even consider this unless you sell shoes. 
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ALL-STAR BASEBALL 
Baseball is seldomly Ast eo 
described as beauti- iia pio 
¥ mr 


ful, but that’s exactly , 
the word to use when fim 


talking about 
Acclaim’s stunning 
baseball game. 
Thanks to some spiffy 
high-resolution graphics, All-Star Baseball is the most 
realistic game ever seen on a console. 

The 3D graphics don’t just look good—they move 
well too. Well, except for a few exaggerated moves 
that happen with some very twitchy batters. Other 
than that and a few computer mistakes, you should 
find that All-Star Baseball 99 is a very realistic simu- 
lation that has enough options to keep any baseball 
fan quite content. And if you’re curious, this is a 
much better game, overall, than Ken Griffey Jr. 
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BRUNSWICK BOWLING 


After a long wait, 
gamers too lazy to go to 
the bowling lanes for the 
physically excruciating 
task of rolling a ball into a 
bunch of pins have reason 
to celebrate. Brunswick 
Bowling is an excellent 
simulation of the sport— 
and it’s pretty darned fun too! 

THQ went through pains to make sure Brunswick 
Bowling was authentic in every way. From licensed 
pro bowlers you ve probably never heard of to a 
variety of ball sizes and types, the gameplay is very 
realistic thanks to those features and the game’s 
great physics engine that takes into account oil on 
the lanes, pin action and the attributes of the player 
used. Obviously, this will please bowling fans. 
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F-1 World Grand 
Prix is an infinitely 
better Formula-One 
simulation than 
last year's N64 Fi 
Pole Position. 

So what makes it 
so much more supe- 
rior? Well, everything really. The controls are superb, 
the graphics are far superior, there are more options 
to choose from, and overall, the gameplay is just 
much better. Although the questionable computer 
intelligence won't win any awards, there is quite 
enough realism and options to keep racing simula- 
tion fans happy. Aesthetically, the game is strong 
except for a few lapses in frame-rate and an over- 
abundance of fog. But those minor nitpicks don’t 
overshadow this great Formula-One racer. 


New name, roughly the 
same game. This is the 
follow-up to the last golf 
game developer Gremlin 
made. Back then it was 
VR Golf. Now, it has a lot 
of FOX logos on it, hence 
the name FOX Sports 
Golf. Has FOX ever broad- 
casted golf on television, by the way? 

This game would have been good if it had come out 
a year ago. After playing Hot Shots Golf, this game 
looks outdated and doesn’t play nearly as well. There 
are lots of features, and the most annoying of all is 
the commentary that loves to insult the way you 
play. But that’s all right, because if you get mad, just 
tell the announcer, “At least |’m not in a boring and 
mediocre golf game.” There, that'll teach ‘em! 
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FOX isn’t known for 
soccer coverage, which 
makes it interesting that 
they decided to launch 
with this game. Actually, 
we know why: The game 
was easily ported from a 
title in Europe called 
Actua Soccer. The big 
problem is that this game looks like a rushed 
conversion with FOX logos stamped all over it. 

They even managed to mess the gameplay up a bit. 

As far as realism goes, FOX Sports Soccer scores 
pretty high, but in every other category, it gets 
considerably lower marks. With competition such as 
World Cup 98 and IS Soccer Pro, there’s simply no 
reason to really want this game. There's not even a 
snazzy FOX Sports presentation to look at. 


(i PlayStation! 


: 
* 


Just short of revolution- 
ary, Gran Turismo is gen- 
erally known as one of the 
best PlayStation racing 
games to get. Players race 
real cars (although many 
are based on Japanese 
models) and earn vehicle 
licenses so that they can 
gain money to buy even better cars. You can then 
upgrade the cars in a variety of ways, adding to 
the fun. The gameplay is challenging, but it makes 
getting a new car oh-so sweet. The 3D graphics are 
gorgeously detailed, with each car painstakingly 
re-created to look like its real-life counterpart. Even 
better are the polished replays that show each race 
from various camera views. This game should please 
hardcore and casual racing fans alike. 
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If you're expecting 
something like Gran 
Turismo for the 
Nintendo 64, forget 
it. This is yet another 
middle-of-the-road 
racing game that will 
stand alongside the 
swelling ranks of similar titles on the Nintendo 64. 

The graphics are adequate, but suffer from some 
weird and annoying texture pop-up. Furthermore, 
the sound (particularly the music) is horrible, and the 
opposition’s artificial intelligence is predictable and 
unexciting. Need we say more? Well, at least CT64 
has a saving grace and that is the car’s surprisingly 
realistic handling. But it’s not nearly enough to save 
GT64 from being another average racer. Go try the 
new F-1 or NASCAR 99 instead. 
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HOT SHOTS GOLF 


Finally! After years of 
waiting, the PlayStation 
has a great golf game! Of 
course, it’s not real golf, 
or the PGA tour. In fact, it 
has cute little characters, 
and was imported from 
Japan, but nevertheless, 
who cares? 

If you're looking for a die-hard golf simulation, 
you won't find it here—although there is a lot of real- 
istic golf to be played here. There are no licensed 
courses, no licensed golfers, only golf that’s easy to 
learn and fun to play. Makes sense, since it is called 
“Everyone's Golf” in Japan! As you get better at the 
game, new courses and new golfers with new abilities 
will be opened up for you to play with. It makes for a 
challenging game that’s also really fun to play. 
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Last year’s ISS was the = CiIDERSTAR 


highest-ranked sports 
game in FGM’s Top too | 
Games of All Time list. 
This is the follow-up to 
that game, and although 
we understand that near- 
perfection is hard to 
improve on, the lack of 
additions to this new version is disappointing. 

ISS '98’s graphics are very similar to the brilliantly 
detailed 3D players of last year. A little more detail 
has been added, but aside from that this looks like 
the same game. The most obvious aesthetic changes, 
in fact, are the new stadiums—not a big deal. At least 
the computer is much smarter, otherwise ISS '98 
would be almost identical. Even without many new 
features, this is still the best soccer game—period. 
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For a while this soccer 
series was called “Coal 
Storm,’ until IS Pro won 
critical acclaim. Then 
Konami decided to merge 
the two into one fran- 
chise, hence ISS Pro 98 «lll 
for the PlayStation. But fore > 
luckily for us, it actually 
deserves that moniker. 

ISS Pro ‘98 is hands-down the best soccer game on 
the PlayStation—EA’s World Cup 98 doesn't play 
nearly as well. The great thing about this game is 
that its 3D players move very smoothly around the 
field, and the control is very precise. There is a high 
amount of realism, and the game is very challenging, 
but not so much so that it is a detriment to the 
gameplay. This is the best-playing PS soccer game. 


Roe mE ee memo | ET oe 


JAN TAN VAN V, 


€ 
€ 
€ 
€ 


18 Guide to Sports Video Games 


JEREMY MCGRATH 
SUPERCROSS 98 


After a long, long wait, 
the PlayStation finally 
gets a dirt bike racing 
game that is actually 
at least half-decent. 

But is half-decent good 
enough? Perhaps. sar 

The biggest thing that 
stands out is the track 
editor. There hasn't been one of these since the days 
of Excitebike, and it’s good to see something like it. 
Unfortunately, the game as a whole isn’t nearly as 
compelling. The graphics, while passable, aren't 
exciting, and there could have been more features. 
The lack of bikes (only two) is clearly a sore spot. 
But, this is the only decent bike game out (only other 
is the horrid VMX Racing), so it might be worthwhile 
to lower your standards. 
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The N64 version of 
Madden is very similar 
to the PlayStation ver- 
sion except that it has 
less speech and much 
better graphics—in 
some ways. 

The high-resolution 
graphics do wonders for the polygonal models, but 
they also lower the frame-rate a little bit. After play- 
ing a few games you'll adjust accordingly. Not to 
mention you Il be much more forgiving when you see 
some of the awesome player models in action. How 
this game will fare against the next QB Club is hard to 
say. Acclaim hasn't shown us a significant amount of 
the game at press time. What we can say is this is a 
very solid and realistic game that will be incredibly 
tough to beat. 


If you're looking for 
realistic football, there is 
no equal to Electronic 
Arts awesome football 
simulation. The computer 
intelligence in this game 
is unrivaled—what you see 
on a football field is gen- 
erally what you'll see on 
screen. The polygonal graphics are very nice, 
especially because they don't look polygonal. 

Each player is so detailed that there are few blocky 
edges—everything looks and moves very lifelike. 

Furthermore, the sheer amount of modes are amaz- 
ing, with the highlight being the in-depth Franchise 
Mode that allows you to control an entire team over a 
span of years. You can even be fired! Suffice to say, 
if you're a football fan, you gotta get this game! 
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Some games are really 
hurt from a lack of licens- 
ing, and this is definitely 
one of them. The latest in 
Konami's up-and-down 
series of baseball games 
lacks the depth and : 
licenses required in > | KONA 
today’s sports games. a 
For example, there are real MLB players, but no 
teams. It does have a Season Mode and practice, but 
aside from that there just isn’t much to chew on. 
Luckily, the gameplay is pretty good and so is the 
control. The big problem here is that a big part of 
baseball is the atmosphere and statistics—something 
this game lacks in a big way. When you consider that 
games like MLB 99 have both areas covered, there’s 
no real reason to buy this game. 
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MIKE PIAZZA’S STRIKE ZONE > 


Every so often comes 
a game that makes us oe 
question the Nintendo ih i 
approval process—or —_ 

their Quality Seal of 
Approval. This is just 
that sort of game. 
Strike Zone is bad. Really bad. 

When you compare this to games like All-Star 
Baseball (also on the N64), the difference is laugh- 
able. The 3D graphics on Piazza are sparsely detailed, 
and even more horribly animated. Pitchers fling the 
ball in what seems to be about two frames of anima- 
tion—and if you manage to hit the ball, the ball is 
followed by an ugly green light trail that might be a 
g00-ft (yes 900) home run. There is absolutely no 
reason for you to try this game or even look at its 
box. Forget you ever read about it. 


Aside from a few new 
features and better 
graphics, MLB 99 doesn't 
seem very much improved 
over last year’s game. 

Regardless, even with- 
out wholesale improve- 
ment, MLB is still the best 
baseball game on the 
PlayStation because of its quick, fun gameplay and 
moderate realism (too many home runs make every- 
one like McGwire!). There’s still some gameplay 
problems, such as hitters being thrown out at first 
base on base hits, but annoyances like this can be 
tolerated, since they happen on rare occasions. If 
you're looking for the best all-around baseball game, 
look no further than MLB 99. It may not be the deep- 
est game, but it is certainly the best-playing. 
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NASCAR 9¢ 


There's been very few 
racing simulations on 
the N64 and even fewer 
good ones. Having said 
that, it’s good to see EA 
finally bringing more of 
their sports games like 
this to the N64. 

Although it has novice 
modes, this game is really designed to appeal to 
hardcore NASCAR fans. Everything is meticulously 
detailed from the sponsor decorations on the cars to 
the way individual vehicles handle. As is par for the 
course with EA games, NASCAR is stacked with tons 
of features and options, including extensive vehicle 
modifications that will satisfy any gearhead. When 
you combine this with the fast, good-lookin’ 3D 
graphics, it makes NASCAR 99 a winner. 
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NBA Fastbreak ‘98 is a 
good and challenging 
basketball simulation, 
but it falls flat in a few 
key areas. 

The 3D graphics are 
good, and the motion- 
captured moves are some 
of the best and most 
flamboyant seen. Unfortunately, they move a little 
slowly and with some awkward physics that make 
them appear to float through their moves. The game- 
play is good, aside from its occasional slow pace and 
three-pointers that are way too easy to make. The 
poorest part of this game is its lack of atmosphere. 
The lack of crowd noise and lame announcer don’t 
help the excitement level, but then again you proba- 
bly should get Live 98 instead of this anyway. 


PlayStation} 


For a first attempt 
at a realistic basket- 
ball simulation, 
this isn’t a bad try. 
Courtside combines 
smart artificial intel- 
ligence (maybe the 
best we've seen in 
console basketball games) with good graphics to 
deliver a great basketball game. 

But don’t for a minute think it’s perfect! The Al, 
however good, is aided by a few gameplay glitches. 
The worst is that when players are driving to the lane, 
they are stopped in their tracks by just being nudged 
by a defensive player. Also, blocks are way too easy, 
further helping the defense. Even though these prob- 
lems are a little annoying, Courtside is easily the best 
N64 basketball game. 
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NBA IN THE ZONE ’ 


The latest in Konami's 
basketball games series 
shows some definite signs 
of maturation. 

In the Zone ‘98 feels like 
a realistic hoops game in 
addition to being an 
entertaining one—finally. 
Real teams, players, on- 
court play calling, better computer intelligence and 
more elaborate strategic options make this a much 
more deeper game than the previous ITZ games. It 
still has its problems, such as a lack of icon-passing 
(essential these days), poor lay-up animations and 
flaws in the way it enforces violations. Fortunately, 
none of these problems are too much of a detriment 
to the overall package. NBA In the Zone ’98 isn’t the 
best, but it is a good alternative to NBA Live 98. 
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NBA IN THE ZONE ’98 
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for the PlayStation, we were 


45] ' l 
utterly shocked at how bad Ne 


this piece of crap is. We under- td | 
stand that this is the first N64 15 
basketball title, but this is 
just unforgivable. 

We had a hard time review- 
ing the game because it was 
so blurry to look at. Often we 
thought we had eye trouble when looking at the 
undetailed and smudgy 3D graphics. The presentation 
is utterly awful, and the sluggish gameplay keeps the 
game consistently bad. We don’t understand how 
Konami could put out such a bad game when they are 
a company generally known for quality. Stay away 
from what is one of the worst N64 games! 


After playing the much- 
improved NBA In the Zone ‘98 
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NBA LIVE 98 


This is the best 
basketball game on 
the PlayStation, but it 
definitely has its faults. 

But let's talk about its 
strengths first—gameplay 
and graphics. Live 98’s 
on-court action looks 
good and plays well. The 
game is even wrapped in a TNT-style television pre- 
sentation with some great commentary. There are 
tons of dunks, lay-ups and plays that can be used— 
it's realistic basketball, but it’s also fun. The only 
gripe with the gameplay is that it’s way too easy to 
beat the computer, even on its highest difficulty. The 
CPU seems clueless when it comes to stopping drives 
to the bucket. Fortunately, Live is an awesome mutli- 
player game, making it a must-have for hoops fans. 
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NBA SHOOTOUT 98 


Plagued by a long 
string of development 
problems, ShootOut 98 
is one of the more disap- 
pointing sports sequels 
of this year. 

The best thing about the 
game is its super-fast 3D 
graphics. But there is a 
problem with them. Although they look adequately 
detailed, even the biggest of players look thinner 
than supermodels. Further hurting the game’s real- 
ism is the fact that you can do a lay-up from the 
three-point line. This is in addition to it being way 
too easy to block shots and steal the ball. It’s just a 
very unbalanced. Thankfully, it’s almost time for the 
next round of basketball games, and we think 
ShootOut 99 will be much improved. 
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NCAA FOOTBALL 


Ah, the tradition and 
wackiness of college 
pigskin! College football 
fans will be glad to know 
that EA’s new polygonal 
college football game 
re-creates both of those 
important elements 
well, in addition to NCAA 
Football 99 being a fun football game. 

NCAA 99 is an easy game to learn, especially since 
it has learning aids that include a Coach Mode that 
literally draws plays on the field. This is particularly 
useful to test plays that you created with its play 
creator. As you can see, this is a very deep game, but 
it's also fun too. While it isn’t as smart as Madden 99, 
NCAA 99's top schools will make it hard for you to 
bring your school to the top of the polls. 
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All right, so it’s not 
really a hardcore racing 
game or anything like 
that, but Need For Speed 
Ill is so good that we just 
had to put it in there. 7 / 7m 

There's just something = MFDIOR SEED 
really fun about being Na age ee ae 
able to choose froma 
garage full of the world’s best supercars, and then 
being able to take them on breakneck speeds down 
busy roads. Many games have begun doing this of 
course, by NFS Ill does it the best—there’s a ton of 
cars, options and tracks. Even better is the Hot 
Pursuit Mode that pits you against a gaggle of really 
aggressive and angry cops armed with tempers and 
lots of barricades. It’s so much fun that it oughtta be 
considered a sport, darn it! 
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The biggest strength of 
this game is its versatility. 
By changing a few key 
options, this racer can be 
transformed from an 
unrealistic driving game 
to a brutal simulation 
where one slip of the 
wheel can send your car 
into a race-ending spinout. 

Although the game has a wide array of options and 
vehicle modifications, the effect is not entirely pleas- 
ing. Even on its easiest settings, Newman-Haas is very 
hard, especially on its less-forgiving tracks (loaded 
with hairpin tums). Also, the audio is quite annoying, 
mostly due to the horrible announcer that dribbles 
on. Overall, it’s a solid racing game, but if you have 
Psygnosis’ F-1 racer, you might want to skip it. 


Since the arcade 
game uses hardware 
very similar to the 
N64, it’s not very 
surprising that the 
N64 version is 
almost perfect. 

The most interest- 
ing new addition to the Néq Blitz is that you can use 
its play editor, save the created plays to your memo- 
ry card, and then bring them to Blitz 99 in the arcade 
(it has a memory card reader). This is an incredibly 
cool idea, so if you have both systems, we recom- 
mend that you get the N64 one because of the better 
graphics and this feature. Otherwise, just get this 
game because it looks awesome and is one of the 
best-playing games on the N64. It’s a great change- 
up to the rest of the simulation sports out there. 
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In case you haven't 
heard sometime in the last 
year, NFL Blitz is a brutal 
seven-on-seven arcade 
football game where 
everything goes. There are 
no rules, except that you 
must score to win, and 
get 30—yes, 30—yards for 
a first down? Sound tough? Not really. 

Getting big yards is no problem, thanks to the 
easy-to-learn gameplay, and super-human players. 
Blitz is a game that sports and non-sports fans can 
excel at and enjoy at the same time. The PlayStation 
is an excellent adaptation of the arcade, and it even 
has some bonus modes such as Tournament Play and 
a Season Mode. We highly recommend that you pick 
this game up—it’s awesome. 


cs snes see, ie 
SS === prea i aaonsonnnent es preners 


NFL XTREME 


Had NFL Blitz never 
existed, NFL Xtreme might 
be a pretty cool, some- 
what innovative game. On 
the other hand, had Blitz 
never existed, NFL Xtreme 
would have never been 
brought out in the first 
place. The chicken or the 
egg-type stories are fun aren't they? 

Nevertheless, NFL Xtreme is a slow and clunky 
game that offers a lot of features, but very uninspired 
gameplay. The lack of players on the field (only 
five-on-five) makes for some really messy formations, 
the game control is frustrating, and the game speed 
isn't fast enough to deliver the impact that it needs. 
There’s really no reason to pick this game up. The 
PlayStation version of NFL Blitz rocks, so why bother? 
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NFL GameDay 99 isn’t 
the best football game 
realistically, but as far as 
fast-paced action goes, 
it’s top-notch. 

You can tell that 989 
Studios is used to making 
polygonal football games 
by the sharp-looking 3D 
players that animate well and move faster than those 
found in Madden. The gameplay is a nice blend of 
arcade-like action and realistic football, thanks to 
the beefed-up computer intelligence this year. Also 
improved are the game's presentation, part of which 
includes great commentary by Dick Enberg and Phil 
Simms. Features remain the only lacking part of this 
game, although it has the basics. Nevertheless, 
GameDay 99 is a great action football game. 
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With NHL 99.0n the 
horizon on the N64, 
NHL Breakaway’s time 
may have passed. 
Until that game 
comes out, though, 
this is the best hock- 
ey game on the N64. 

Whatever Breakaway lacks in artificial intelligence 
and realism, it makes up in solid gameplay. The 
game is fast-paced, and although it controls a little 
sluggishly, it’s definitely fun. What’s unique about 
this game is that you can play it like a sports-RPG. 
This is using points (earned by victories) to hire new 
coaches and make stadium improvements. These, in 
turn, help make your players better. It's a very cool 
idea, indeed. Certainly cooler than the regurgitated 
Midway N6z hockey games. 


REEL FISHING 


Before you laugh at us 
covering a fishing game, 
let us remind you that 
these games sell pretty 
well! Reel Fishing isn’t 
great, but it does have 
some very Zen-like 
features that suit it well. 

Catching fish is a 
tedious process, but it gets much easier once you 
learn what kind of rods and lures to use, in addition 
to getting your timing down. The graphics aren't very 
good, in fact, they are quite bad. But really, does it 
need to be state of the art? At least this game has 
character. When you catch a fish you have the option 
to drop it in your personal aquarium where you can 
sit and watch it grow. It would be even better if you 
could fry it up or sell it to Mrs. Paul’s though. 
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So you caught us again 
taking liberties in calling 
this title a sports game. 
Well, it may not really be 
a sport, but you gotta 
love a racing game where 
you can bash the hell out 
of your competition if 
you're having a rough 
day on the road. 

Unfortunately, although it is a very good racing 
game, this edition of Road Rash has less attitude than 
others. It’s not intentional, but rather a product of 
the game’s 3D engine. Fighting is very sparse in this 
Road Rash, and is mostly reduced by just hitting 
someone as you whiz by, instead of big long brawls 
we ve come to expect. Luckily, the entertaining 
racing makes up for the lack of violence. 
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TENNIS ARENA 


Ever since a tennis game 
was launched with the 
PlayStation in its infancy, 
we haven't seen another 
until now. Tennis Arena 
isn't worth that incredibly 
long wait, but it is the 
best tennis game out 
there. That's not saying a 
whole lot to be honest. 

Tennis Arena doesn't take itself very seriously. The 
gameplay is very arcade-like, including super serves 
that send the ball rocketing, and some very weird 
arenas set in places like Egypt and outer space that 
put new spins on the game. There’s enough realism 
to make it a good tennis game, but die-hard fans will 
no doubt be disappointed by its numerous arcadey 
nuances. Still, this is the best out there. Deal with it. 
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TOCA TOURING 
CAR CHAMPIONSHIP 


As far as realistic racers =: "Ope 
go, TOCA is one of the 
best. The car physics 
engine and meticulously 
detailed racing courses 
will please any fan of the 
sport (does anyone actu- 
ally care about TOCA 
here?), and will definitely 
satisfy hardcore racing fans. 
The downside of this is that casual players will 
probably find this emphasis on realism a frustrating 
experience. When you combine this with the great 
computer Al, they'll probably rather play something 
a little less tedious. Nevertheless, if you're looking for 
a challenging and realistic racing experience, you 
can’t do much better than this game. Just be 
prepared to put a lot of time into it. 
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Triple Play 99 has it all— 
almost. All of the licenses, 
unmatched depth, awe- 
some audio commentary 
and incredible attention 
to detail. What it does not 
have is refined gameplay. 

So what's wrong? Well, 
the same thing that’s 
always been chronically wrong with the PlayStation 
versions of Triple Play—a horrendous frame-rate. 
Baseball is a slow enough game without having to 
deal with sluggish play caused by a slow polygon 
engine. It’s also pretty annoying when you can't 
even see a quick ground ball head toward the 
pitcher due to the choppy play. 

The only way that we could recommend this is if 
you're willing to sacrifice gameplay for features. 
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TURBO PROP RACING 
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There’s no doubt that 
boat racing games are en 
vogue for some strange 
reason—which is too bad 
since there aren't many 
good ones. Unfortunately, 
Turbo Prop Racing doesn't 
change this trend. 

There's something 
wrong with just about every facet of this game. For 
example, the smooth graphics are very pretty, but 
suffer from loads of annoying “pop-up.” The game- 
play is fast, but the control is absolutely horrible—the 
boats just react way too cumbersomely. Some of the 
tracks are just downright too narrow and annoying 
as well. There’s a wealth of PS racing games out 
there, and there’s no reason to bother with this one, 
unless you really like racing on a liquidy surface. 
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After a horrendous 
debut two years, the 


second edition of the = 

short-lived line of base- oa 
va 

ball games, VR Baseball > 

‘99 happens to be one = 

of the most improved of <i 
i 


+t 


all sports games. 

At first glance, VR 
Baseball '99 is rather unimpressive, but sports games 
aren't all about looks. Once you get past the bland 
3D graphics, you'll find that VR Baseball is a very 
playable game that is also the most realistic out of 
this year’s crop of titles. It’s a good thing, too, 
because this game has lots of rough edges that 
include a small list of features, and no play-by-play 
audio. If you don’t mind the lack of polish and fea- 
tures, VR Baseball ’99 is a great game to check out. 
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WAIALAE CC; TRUE GOLF 


The scarcity of golf 
titles on the Nintendo 
64 is gonna make a 
lot of people hungry 
for a golf game, 
and unfortunately, 
Waialae serves up a 
foul, one-course dish. 

Whoever decided that it was a good idea to put out 
a golf game with only one course should be flogged. 
Even if this game played superbly—and it doesn't— 
we couldn't recommend it just because of that. But, 
there’s plenty of other problems. The graphics are 
blurry and undetailed, and many of the extra options 
such as picking your caddy are just plain useless. 
If you're in desperate need of an N64 golf fix, go 
ahead and rent this game—you'll probably only 
need to do that once. 


OK, we know the Saturn has 
been dead and buried, but 
this game is so good, we just 
felt it had to be mentioned as 
a last hurrah. Out of all the 
Winter Olympic games, this 
is by far the best. So good, 
that who cares if the Olympics 
aren't still around—you should 
definitely give it a try! 

There are tons of events to 
choose from, some of them 
relying on nothing more than quick button presses, 
while some rely on quick reflexes and technique. The 
3D graphics are sharp and fast, and there’s bound to 
be a lot of events that you find fun. It’s too bad more 
games like this didn’t come out for the Saturn earlier, 
when it counted. 
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This game was 
released about six 
months after FIFA: 
Road to World Cup, 
so really, how much 
different can it be? 
Not very much, of 
course. The biggest 
difference, of course, is that this game concerns itself 
more with the actual World Cup tournament, instead 
of the rounds that lead up to qualifying. The game is 
fully licensed with the competing teams and play- 
ers—the only game that has this, and there are tons 
of different arenas and weather. conditions to play in. 
The graphics have been upgraded from the previous 
game, and for the first time in awhile, the frame-rate 
and control are quite good. This is a good World Cup 
simulation, but ISS 98 is still the best soccer game. 
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This game would have 
fared a lot better if Konami 
didn’t steal its thunder 
with 1S Soccer Pro '98. 

As is always the case with 
EA soccer games, World 
Cup 98's strengths lie with 
its exclusive licenses, 
incredible presentation 
and tons of features. The graphics have been much 
improved since the PlayStation FIFA: Road to World 
Cup, and the game is quite fun to play as well. But 
again, even in spite of all this great window dress- 
ing, we still advise that you buy Konami’s newest 
PlayStation soccer game. You'll have a lot more fun 
in the long run. Otherwise, if you're really into the 
World Cup (not sure why you would be this late in 
the year), then this is just the thing for you. 
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Out of all of the new 
ESPN sports games, this 
one uses the license least. 
But that really doesn’t 
matter much at all when 
you consider that this is a 
very strong title. 

Instead of trumpeting 
the ESPN license, there are 
tons of licensed pro snowboarders and also some 
very recognizable music soundtracks. The result is an 
immersive experience that enhances the surprisingly 
fun gameplay. Pro boarder moves at a brisk rate, and 
allows for tons of tricks and some intense racing. 
Boarders have access to entire mountains, instead of 
narrow tracks, giving a feeling of freedom and real- 
ism—something missing from many racers. This is no 
doubt one of the best boarding games. Give it a try! 
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Lite 3 Key Chain Aaron Becker, Gering, NE ¢ Chris Redfield, Hay, KS * Adam 
Pfannensti, Hays, KS ¢ Glen Legleiter, Hays, KS * Rolanda Pickett, Ontario CA 
Lights Out Key Chain Shawn Holcom, Rochester, MN ¢ Grant Layman, Pleasant 
Hill, MO © Shawn Rea, East Lansing, MI « Omar Alnesned, Pinole, CA * 

Alex Ortega, Stockton, CA * Jonathan Chaney, Rockledge, FL 

game.com M. Meller, Kennesaw, GA ¢ Daniele Bailey, West Palm Beach, FL 
Amber Robling, Indianapolis, IN * Jason Ward, Tyler, TX 

Giga Pet Key Chain Matthew Barrett, Nebo NC ¢ Tj Berry, Seagoville, TX 
Estacia Brown, Shorewood, IL © Roma Promtu, Yuma, AZ ¢ Anthony Smith, 
Bronx, NY © Diana Kolpacki, Brandon, FL 
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EGM Shirts and Hats Shown Here May Vary Slightly From Ones Awarded 


|. Entry. To enter, correctly answer six consecutive trivia questions and leave your name, address and phone number as instructed. Winners will be determined by judges whose decisions are final. One winner per household per month. 
Ziff-Davis assumes no responsibility for unintelligible, incomplete, or misdirected responses. 2. Prizes: Winners will receive one (1) of the following at Ziff-Davis’ sole discretion: game.com, Brain Shift, Giga Fighters Tech Warriors, Sports 
-eel Baseball, Lazer Tag ATW or Ziff-Davis merchandise. Prizes have an approximate retail value of at least $20. All prize winners will be notified by mail. Prize(s) are non-transferable. No substitutions of prize(s) are allowed, except at 
he option of Ziff-Davis should the featured prize(s) become unavailable. 3. Eligibility: Contest open to residents of United States and Canada. Void in Maryland. Non-compliance with the time parameters contained herein or return of an 

yrize/prize notification as undeliverable will result in disqualification. Winners or their legal guardians shall return a signed affidavit of eligibility/release of liability/prize acceptance within 5 days of receipt or forfeit prize. Employees of Z 

nc., Tiger Electronics, Ltd. and their respective affiliates are not eligible. Neither ZD Inc., Tiger Electronics, nor their respective affiliates, subsidiaries, divisions, or related companies are responsible for any damages, taxes, or expenses 
‘esulting from this contest. Winners acknowledge that ZD Inc. has neither made nor is in any manner responsible or liable for any warranty or guarantee, whether express or implied, in fact or in law, relative to any prize including but not 
imited fo its quality, mechanical condition or fitness. Winners accepting prizes agree that all prizes are awarded on the condition that ZD Inc., its agents, representatives, and empioyees will have no liability whatsoever for any injuries, 
osses, or damages of any kind resulting from acceptance, possession, or use of the prizes. 4. Winners List: For a list of winners, send a ne self-addressed envelope to “Preview Line Trivia Contest’, 1920 Highland Avenue, Suite 
222, Lombard, Illinois 60148. Allow 3-4 weeks for delivery. 5. Restrictions: Void where prohibited or restricted by law. All federal, state and local regulations apply. 
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NFL XTREME. A HIGH-SCORING, 5-ON-5, IN-YOUR-FACE, GRIDIRON 


WAR. THERE’S NO RULES, NO PENALTIES AND NO BOUNDARIES. IT’s A 


HELMET-POPPING, TRASH-TALKING, LATE-HITTING FREE-FOR-ALL. ENJOY. 
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PLAYERS 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. NFL is a 
registered trademark of the National Football League. Officially licensed product of the NFL Players and NFL 
Properties. The NFL shield design is a trademark of the National Football Leaque. Team names, nicknames, logos 
and other indicia are trademarks of the team indicated. TM/© 1998 NFLP. Players Inc Logo is an official trade- 
mark of the NFL Players. ©1998 Players Inc. Developed by 989 Studios. “After the coin toss, anything goes” 
is a trademark of Sony Computer Entertainment America Inc. ©1998 Sony Computer Entertainment America Inc. 


A LOOK AT THE NEWEST SPORTS GAME EQUIPMENT 


PERIPHERALS 


These controllers may talk the talk, but can they walk the walk? The sports gurus at EGM sm eo Oso ose eee | ome Fo 
(and Expert Gamer) have taken these controllers through their paces with the top sports 4 \ f\ 4% f 
games of 1998, then rated them from one to five (don’t worry, the jock straps aren’t 

used). Any controller that scores three or higher stands as a worthy pick. 
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On paper, it seems the Ultra Racer is-a great idea: a handheld foam- 

padded steering wheel with a trigger button undemeath that controls 

acceleration and braking. In practice, this controller takes a while to 
get used to. Its main drawback is the lack.of a D-pad: A switch turns 
the bottom trigger from A-B buttons to Up’and Down. Problem is, if 
you have a driving game that requires you to. press Down plus a 
button (such as.pulling a reverse in Top Gear Rally), you'll have to 
reprogram the button config—a'minor hassle. It’s a neat alternative 
to the big wheels, but hardly a replacement. (/nterAct, $30) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 
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Although it beganlife as a free-spack-in with-Star Fox 64, the Rumble 
Pak has quickly infiltrated its way-into almost every N64 game on the 
market~especially with sports and racing games. For those not hip 
to the N6é% scene, the Rumble Pak is-a controHer plug-in that offers 
vibrational feedback, so you.can feel a car.that hits a wall or a foot- 
ball tackle. While the Rumble Pak has spawned many imitators and 
MMnovators, suchas memory-plus-vibrating card combos, sports 
gamers are best served using Nintendo's “official” design—it’s sure 
to work. Its only.drawback: It requires-batteries. (Wintendo, $25) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 


Games 


so 
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Few companies have the panache to redesign Nintendo's N64 controller 

but InterAct took.a:stab at it. The result addresses-a-few of the com- 

plaints.gamers had with Nintendo’s original design. First, the bigger 
C-buttons make sense’for gamers with bigger paws. Second, the 
D-pad and analog are within easy reach so gamers carreasily switch 
between them—it might be a plus for games that use either for.menu 


commands and.playing (such as International’Superstar Soccer, for i 
instance): While the pad feels like it can withstand abuse, the analog 
stick might be too stiff for some gamers’ tastes. (/nterAct, $25) ' 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 


SHARKPAD P 


A redesign of one of the first third-party N64 edhitrollas on the snarl this 
pad is an adequate—but not ideal—alternative to the first-party controller. 
Like its MakoPad cousin, it’s very durable and offers bigger C buttons. 
However, its big bulk might be a little too hefty for pint-sized hands. 
Although the pad offers extras such as rapid fire, they're probably features 
never used by sports gamers. While the MakoPad’s appeal stems fram its 
alternative design, it’s debatable if the SharkPad Pro.can offer more than 
the standard N6y pad, as far as sports games go. (/nterAct, $25) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 


OVERALL 


INTENSOR CHAIR (ANY) 


Sound you can feel: That, in a nutshell, is the Intensor’s hook. A chair 
with-built-in speakers (and optional add-ons such as a chair..base and 
subwoofer), the-ntensor is basically a pricey hi-fi-speaker set you can 

sit on. Its cost-effectiveness for sports gamers is debatable. Frankly, 
the chair isn’t comfortable to sit on for extended lengths—it’s hard to 
imagine gamers forsaking comfy ol’ couches to play seasons of 

Madden on the Intensor. Still, this fairly durable chair may appeal to 

driving fans who love nothing more than hearing revvin’ motors and 

squealing tires. (BSG-Laboratory,.$300.(basic).to$600 (fully loaded)) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 


Guide to Sports Video Games 3} 


MULTITAP (PS) 6P ADAPTER (SS) 


There is perhaps no better peripheral designed with sports gamers in mind than these 
two puppies. The PlayStation’s MultiTap turns the ordinary first-player slot into a 
four-player one. With two, up to eight can play. What makes this peripheral cool, 
however, is not its design—it’s support from game developers. Almost every cream- 
of-the-crop sports game supports up to eight players. The same rule applies for 
Sega's six-player adapter. Sadly, there are no new games for the dead system—but 
if you still play old Saturn sports titles, it’s a must. (Sony, $35) (Sega, $N/A) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 
C WAN FAN FAN FAN 7, 
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Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: 


seca SATURN’ 


Sega's Arcade Racer will probably go down inshistory as the best steering 

Wheel for the-Saturn. Granted; it didn’t have much competition, but 

Sega's experience with arcade driving sims translated well into this 
steering-wheel. While it may lack. foot pedals (its\main shortcoming), it 
does offer flipper gear shifts for F*) nuts and a fully adjustable steering 
wheel column—one ofthe first nexthgen wheels to do so. Unfortunately, 
it's very doubtful you'llstill find the ‘racer in stores.\However, you 
might be able to pick one.up at a local game resale shop if you’re 
still playing the likes of Daytona or Sega Rally. (Sega, $N/A) 


Toughness: Coolness Factor: 
Learning Curve: Bang for the Buck: J 
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Not to be outdone by Nintendo’s Rumbleé-Pak, Sony has made’the 
Dual Shock the official pack-in with all new PlayStation systems. For 
old-school PS gamers, Sony.also sells itseparately in black, white or 
gray. Slightly bulkier than the old.PS pad, the Dual Shock has two 
built-in motors-for varying vibrational feedback. In some games, 
such as Gran Turismo, the Dual.Shock is more than just a special 
effect: The vibrational feedback alerts.gamers when they may be 
taking a turn too. fast, for instance. The list of Dual Shock-compati- 
ble games is rapidly-growing, so it’s definitely worth it. Sony,-$30) 


SONY 


= PlayStation oe 
[SELECT START 
= ~ ANALOG 


Toughness: Coolness Factor: 
Learning Curve: Bang for the. Buck: 
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BER The Witimate Guide to this Year's Hottest Games! 
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BANJO-KAZOOIE IELDA 64 
Electronic Gaming Monthly Picks the Years Best Game System! 
Tons of Cheat Codes and Tricks for All Your Favorite Games! 
GMOs Good, Bad and Silly Awards of the Year! 
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_ all {Electronic Gaming Monthly's Player's Guide to’ re Wg * 


‘SPOR TS) 


~™ VIDEO GAMES 


Gran Turismo * Turbo Prop Racing * 1S Soccer98 

MLB 99 © Triple Play 99 « NHL Breakaway 98 

#Reviews All-Star Baseball 99 » Hot Shots Golf » TOCA 
Touring Car * Brunswick he Road Rash 3D 


previews of all the upcoming hits, 


Want to beat your friends in 
Madden NFL 99, NFL GameDay 99, 
NFL Blitz or NCAA Football 99? 
This is the book that will turn you 
into a video gridiron legend. 
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It’s time again: time for Electronic Gaming 


Monthly’s annual Video Game Buyer’s Guide. EGM’s 
| _ crack staff pulls no punches as they tell it all. — 

e EGM’s Best and Worst Awards 

¢ Comprehensive look at all the systems 

e Reviews of hundreds of games, old and new 

e Tons of tricks, cheats and codes 


EXPERT«4 


The Best Compilation of 


Tricks, Codes and Cheats 

“Ever Published § 

We cover everything from § 
Nintendo 64 to Game Boy. 
If you’re looking for the 
hottest tricks, codes and 
tips, this.is the gaming 
magazine for you! 


The Only Place To Go For zD . All the pruss 664 Tricks & Tips! 7 : : 


NINTENDO DOES NOT ENDORSE, SPONSOR, NOR OTHERWISE AUTHORIZE THIS MAGAZINE! 


N64 Previews, Reviews, Electronic Gaming Monthly's Players‘ Guide to 


Strategies and Codes | 


The ultimate resource for 
Nintendo 64 fans, featuring 
reviews of all the latest games, 


tips, strategies and more! And 
don’t forget about Zelda 64... 


/ / | : gh 
-—Allthe latest®®. Weuse 
Reviews & Previews 


NE JN : | 
This Controller was specifically designed by Namco for its racing games 
such as Ridge Racer-et al., so it’s no wonder that'this.relatively old 
controller remains one of the best in the market—that is, after you get 
used to its unorthodox feel. For those not familiar. with the NegCon, it’s 
essentially a PS controller that twists in the middle like-you’re wring. 
ing a towel. With racing games that support NegCon (all the*best 
titles do), a gamer Can adjust the twist to suithis/her driving style.. 


ers: It’s useless for non-racing games andnot.built for major.abuse. 


Toughness: Coolness Factor: 
Learning Curve: Bang for. the Buck: | 


BARRACUDA 2 (PS) 


While the original Barracuda looked like something foundion the ocean 
floor, its vibration-feedback compatible sequel looks a bit more conven- 
tional. It has a decent grip, although the analog sticks may be a little too 
slippery for some gamers’ tastes. While the vibration motors, are a bit 
stronger than the Dual\Shock’s, they're also a lot noisier—it’s strong 
enough to shake loose buttons. The gamers who gaveiit a run in the 
offices\were evenly split: Some liked the strong feedback and grip; oth- 
ers hated it for the same reasons. 

It may be an OK alternative, but it can’t beat Dual Shock. (/nterAct, $30) 


Toughness: Coolness’ Factor: 
Learning Curve: Bang for the Buck: 


RS WHEEL (PS,N64,PC) ~ 


For a $60 controller, this thing’s built like a tank; its paddéd steering 
wheel is another nice touch. What's -bestis that the game works with 
cartridge converters so the wheel can work with multiple platforms. 
This does away with the hassle of reprogramming buttons or buying 
another wheel. Unfortunately, the N64 and PS versions do not sup- _ 
port vibration feedback—perhaps the biggest flaw in this otherwise 
solid product..The table clamps are another annoyance’to deal with, 
especially for laptop wheel racers—you |! want a table for sure. (ACT 
Labs, $60 for wheel/cartridge, $20 for extra cartridges) 


Toughness: Coolness Factor: | 
Learning Curve: Bang for the Buck: 
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Welcome to 1999, The year of the Cyber Athlete’ The year they come to life. Walk out of 
the confines of video games. And take over the real sportsworld. For good. And you better 
look out. Cuz they've got combustible personalities. Skull-thumpin attitude. And moves 
that'll shock Mr. Highlight Reel. It's 1999. The year of wake-up-and-smell-the-competition. 
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LINEBACKERS ARE 
LIKE FREIGHT TRAINS. 


SOMETIMES 
THEY GET DERAILED. 
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SAVE THE HUMBLE, 
SOFT-SPOKEN ROUTINE 


FOR THE POST-GAME 
INTERVIEWS. 
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CYBER ATHLETE 


WOODSON 
DB, WA, KR 


STATS 
6’ 0” 
197 \bs 


PUTS SCHOOL PRIDE ABOVE PERSONAL SAFETY. 


COMPETITIVE EDGE 


CYBER WOODSON 


YOU ONLY WEAR THE 
UNIFORM FORC) YEARS. 


BUT YOU CAN WEAR 
THE RING FOREVER. 


HERE ARE ONLY 
CLASSES OF FIGH 


REAT AND 
UNCONSCIOUS. 


CYBER OSCAR 


CYBER ATHLETE 


DE LA HOVA 


“GOLDEN BOY" 


511” 
135 lbs 
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COMPETITION JUST GOT LIFTED INTO THE UPPER 


It's football a la Madden. With bigger big men. 
Super hi-res poly graphics to feel every smash- 
mouth tackle, jaw-dropping juke and fingertip 
grab, Weather so nasty you can see the breath 
when you knock it out of someone. Plus a turf- 
burning One-Button Mode” All served up with a 
heapin helpin of Coach Maddenss football genius. 


Beware of sweet moves, insane hops and game-/ 
attitude. This year Lives goin’ off on a screaming, 
roof-raising, ‘you can't stop me” slam-fest. Facial 
animations show ballers scream, call plays, even 
moan to the refs. So get your game ready for 
showtime. Cuz the camera's flyin’ all over the 
floor to grab every highlight reel-worthy moment. 


The only NASCAR licensed PSX and N64 game has 
35-plus NASCAR teams & drivers musclin their way 
around 17 real-life racetracks. Cars show every 
sponsor sticker and sheet of twisted metal. There's 
night racing. Cool pit-stops. Crew chief and 
spotter audio. Play by play with Bob Jenkins & 


Benny Parsons. Plus a crankin rock soundtrack. 
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The only game that lets #1 play #2 for the 

undisputed title at the Tostitos Fiesta Bowl. Eye- 
popping poly graphics capture every uniform, 
stadium, wrap tackle and swim move. And as for 

tradition, you can almost smell the ivy. There's 
recruiting. Fight songs. Dynasty Mode. You can 
even run the coach out of town if you lose. 


MHLPA 


It's playoff-strength hockey from day 1. With 
havoc-wreaking enforcers patrolling the slots, 
crashing the boards and throwing monster 
checks all over the ice. Everything's harder. 
The hits. The shots. Even avoiding a fight. It's 
60 minutes of ice-cold intimidation. Better 
keep your head up and your blades sharp. 


Do you have what it takes to be the All-Time, 
Every-Weight Champion of the World? Prove it 

against 38 legends including Oscar, Ali, Sugar Ray 

and Holyfield. With recognizable faces and signa- 
ture pummeling styles. Plus first person POV. 
Create and manage your own fighter. And a no- 
holds-barred Slugfest Mode. Let's get it on. 
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This is Tiger's game. Big, bold and full of fist- 
pumping attitude. Say goodbye to slideshow golf. 
ut here, the camera moves with you to capture 
every 350 yard drive, 3-wood chip-in and rough- 
taming, one-handed release. Grab the lead and 
get a gallery. Blow it and head for the practice 
tee or get some quick tips from Da Man himself. 


GMMARY/TEE-OFF 


Todays Game 
Tournament 
Sawgrass 
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PlayStation 


SOME TITLES ARE 
NOT AVAILABLE ON EVERY PLATFORM 


©1998 Electronic Arts. Electronic Arts, EA SPORTS, the EA SPORTS 

_ logo, “If it's in the game, it's in the game.” John Madden Football, 
Knockout Kings and Cyber Athlete are trademarks or registered 
__ trademarks of Electronic Arts in the U.S. and/or other countries. All 
_ fights reserved. PlayStation and the PlayStation logos are regis- — 
_ tered trademarks of Sony Computer Entertainment Inc. Nintendo, 
_ Nintendo 64 and the “N” logo are trademarks of Nintendo of — 
_ America Inc. ©1996 Nintendo of America Inc. Officially Licensed 
_ Product of the National Football League Players. ©1998 Players 
_ Inc. The PLAYERS INC logo is a registered trademark of the NFL 
_ Players. NFL Materials ©1998 NFLP. Team names and logos are 
_ trademarks of the teams indicated. All other (NFL-related marks) 


are trademarks of the National Football League. NASCAR is a reg- 


_ istered trademark of the National Association for Stock Car Auto 
_ Racing. The NASCAR logo is a trademark of NASCAR and is used 
under license by Electronic Arts. “Dale Earnhardt” name and like- 
_ Ness, and likeness of the #3 Richard Childress Racing car used — 
under license from Dale Earnhardt, Inc. ©1998 license for driver, — 
_ helmet, car and uniform granted by Dale Earnhardt, inc. License 
_ granted by Kellogg Company and Hendrick Motorsports™. ©1998 
__ Kellogg Company. HOT WHEELS is a trademark owned by and used 
under license (with permission) from Mattel, Inc. ©1998 Mattel, 
_ Inc. All Rights Reserved. The NBA and individual NBA Team identi- 
_ fications used on or in this product are trademarks, copyrighted 
_ designs and other forms of intellectual property of NBA Properties, 
_ Inc. and the respective member teams and may not be used, in 
_ whole or in part, without the prior written consent of NBA Properties, 


Inc. ©1998 NBA Properties, Inc. All rights reserved. The name, like- 


_ hess and other attributes of Tiger Woods, the “Tiger Woods” logo, 
_ and the name, logos, and other indicia of NIKE, Inc. reproduced on 
_ this product are the trademarks and copyrighted designs, and/or 
_ other forms of intellectual property, that are the exclusive property — 
of Tiger Woods, ETW Corp., and/or NIKE, Inc. and may not be used, 
_ in whole or in part, without their respective written consents. PGA — 
_ TOUR and PGA TOUR and Swinging Golfer design are trademarks : 
__ owned by PGA TOUR, INC. and used by permission. Muhammed Ali 


provided courtesy of G.0.A.T. inc. and Sports Placement Services, — 


_ Inc. Malibu, CA. National Hockey League, NHL, the NHL Shield and 


Stanley Cup name and logo are registered trademarks of the 
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_ LP. ©1998 NHL. NHLPA, National Hockey League Players’ 
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Licensed Product of the National Hockey League Players’ Association. 


_ The “Officially Licensed Collegiate Products” label is the exclusive 
_ property of The Collegiate Licensing Company. The “Collegiate 
_ Licensed Product” label is the property of the Independent Labeling 


Group. All names, logos, team icons, and mascots associated with 


_ the NCAA, universities, bowls, and conferences are the exclusive 
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THEODDS 


ESPN reports the odds, so it’s 
only fair that they get the 
same treatment. Just about 
every ESPN Digital Game will 
be named and modeled after 
a television show, so here is ia, 
the odds on seeing your i ee 
favorite show make it as a Re Ss 
game on the PlayStation. 


1:1 BaseballTonight 


There is no “killer” baseball 
game on the PlayStation, 

leaving plenty of room for a 
contender to step right in. 


2:1 NFLPrimeTime 


ESPN has to be dying to 

get their most recognized 
personality, Chris Berman, 
into a game, but is it worth 
taking on Madden and 
GameDay? Judging from what 
Tim Dunley had to say, the 
answer is yes. Expect it in the 
fall of next year. 


“It’s Bristol i ina bot” : out playing fi 
| G replied Tim Dunley, vice president of marketing oo we can’ Ry answer that cuales me but» we can . 
3:1 WNBABasketball | and business development at Radical Entertain- -—_say that with the help of the sports game veterans 
ment, when asked to | 7. Radical Entertainment (NHL Powerplay) they'll 
summarize his company’ 's / have a fighting chance. After playing early ver- 
ESPN-licensed games. = —_sions of the games we canconfidently say that 
Tim has plenty of reason — - ESPN’ 's presence apnea _ mark on the 
to be excited since the - :s’ look, : 7 
‘pisney-ouned AML | 
Conn.-based sports giant 7 
has succeededin nearly == | sh nly s think we're etal 
everything ithaslaidits = different i in that we allow a gamer to playan 
golden hands on. Its all- =——_—«ESPN broadcast, live in the world of ESPN. We can co 
star résumé consists of bring ' hat whole world. of Es ESPN into the me 


ESPN2 shows plenty of the 
‘WNBA games, but it’s more 
likely that it’s not enough of 
a draw to warrant its own 
game. Look for this license to 
be integrated into their bas- 
ketball game, if ever. 


10:1 MLSSoccer 
MLS Soccer isn’t doing quite 


as well as they would like you tm Dunley launching four different 
to think. That’ s why you | gable all-sports networks, | 
haven't seen a soccer game a buildings massive sports bars, and recently 
licensed with it. EA has put a publishing a new sports magazine. But do all « of 
stranglehold on recognized these successful exploits mean that ESPN can a both 
worldwide soccer licenses, so . make ee video qeme too? i . w rterbacks at home. One that takes a lot tof 
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research to duplicate on a video game, a situation 
that Dunley seems to know very well. “We worked 
with the ESPN production folks to make sure the 
product is dead-on with what the consumer’s _ 
expectation of ESPN is. You can’t just put the pre- 
sentational style, the fonts or the talent in the 
game and have it automatically equal ESPN. You 
really have to make it be an ESPN broadcast by 
understanding an ESPN broadcast. What we did is 
send our development teams out into the trucks 
with ESPN broadcast ihe So 


coininentnty: the analysis = 3 in the end, 


breathe and bleed ESPN.” 


A good game plan, of course, but the competi- 


tion in the video game market is just as intense as 
_ that in the television market. And in this industry, 


Dunley is certain that “our games will live, — 
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ESPN suddenly finds itself in a place where 

they actually have to battle their way into the 
marketplace instead of keeping competitors out 
of it. And that’s in addition to also having to 
have great product. ESPN Digital Games isn’t 
intimidated it appears, judging from Dunley’ s 
response to the challenge. “Consumers aren't 


super loyal to the games out there. We saw _ 


evidence of this with Madden and GameDay 
(on the PlayStation), and then Madden and 


Quarterback Club (on the N64). Proven franchises | 


were dethroned. So, part of our strategy todo _ 


this is by building relationships with ESPN Digital 
_ Games customers. We will offer incentive over 


time and reward them over that time.” 


That’s all well and good, but the best incentive 


for gamers to buy your product is just delivering 
a great sports game. And that being said, let’s 
take an early look at ESPN’s starting lineup. 


~ 


Switch . 


hoFy: : 
All His Suits are Torn 
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TONIGHT 


Theme Sports 
# of Players 1-8 


% Complete 80% 
Availability October 


Publisher ESPN Digital Games 
Developer Radical Entertainment 


THEODD Seco, 


it’s still conceivable that ESPN 
might dip into the MLS, some- 
thing their cable network has 

a vested interested in. 


SPN’s highest-profile game, NBA Tonight, is also 

a risky one when you consider that the current 
NBA lockout has shown no signs of ending anytime 
soon. Perhaps hoops-hungry 
gamers will look for video 
games to satisfy their craving 
if the lockout continues. Either 
way, Radical Entertainment’s 
attitude seems positive. In fact, 
even ESPN broadcaster Stuart 
Scott's in-game commentary 
mentions the NBA lockout in 
the past tense. 

Joining Stuart in the 
broadcast booth to call the 
game is color-commentator 
Dr. Jack Ramsey, basketball genius and “the 
oldest guy in a video game!” according to 
Tim Dunley. The television-style presentation is 
further fleshed out by brief clips of SportsCenter 
with Dan Patrick and Kenny Mayne that provide a 
brief introduction of the game, oodles of ESPN-style 
statistics and “Did you Know?” information boxes. 
Suffice to say, it’s a very sleek-looking package. 


Racing games are incredibly 
popular on the PlayStation. 
If ESPN makes a racing game, 
it will be interesting to see 
which racing license they 
pursue. 


Stuart Scott NBA Tonight 


will have all of 

the requisite game 
features (play calling, 
different camera 
angles) and modes, 
in addition to a cou- 
ple unique ones such 
as the Rivalry and 
Practice Modes. The 
Rivalry Mode pits 
adversarial teams in a charged atmosphere, while 
the Practice Mode lets you play with a handful of 
NBA stars on an asphalt playground surface. This 


Featured prominently in the 
early ESPN2 morning lineup, 
Cory Everson’s Gotta Sweat 
might have the spunk and 
usefulness that can really hit 
that covered PlayStation 
mainstream audience— 
especially the women. 

ESPN and Radical can’t 
ignore that, can they? 


Kenny Mayne 
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small-time sportscasters 
honing their talent on one 
of cable’s smallest news 
networks. The goal is to 
become good enough to 
land a gig on ESPNa2, 

with ESPN’s SportsCenter 
being the ultimate pot of 
gold. Gameplay includes 


Dan Patrick Dr. Jack Ramsey 


tN 


: a - 
Johnson 


developing catch-phrases, 
dealing with the boredom 
associated with living in 
Bristol, Conn., and dealing 
with depression when 
you’re picked to cover 
drag racing. 


If ESPN can do a show based 
on the NFL draft, they have 
the audacity to do a video 
game on it too. 
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But what about the gameplay? 
As with most sports games, it’s hard to 
tell exactly how good a game is until it’s 
actually finished, but right now NBA 
Tonight definitely shows promise. The 
detailed 3D player models move smoothly and 
at a brisk frame-rate, allowing for the gameplay 
to move at an NBA-like pace. The dunks and 
lay-ups already implemented in the game look 
good, and there are some really snazzy replay 
cameras that automatically follow them up. 


mode is particularly good to practice and test one- 
on-one match-ups. Features like this give NBA 
Tonight personality, but inevitably it will be the 
gameplay that will determine whether or not this 
game is (as Stuart likes to say) “as cool as the other 
side of the pillow.” 


X GAMES PRO BOARDER 


Theme Sports % Complete 80% Publisher ESPN D. Games 
# of Players 1-2 Availability October Developer Radical Ent. 


he most curious title in the ESPN Digital Games lineup is X Games Pro 
T Boarder. While it is tied to ESPN 2's X Games television shows, it is 
without a doubt the loosest use of the ESPN brand. When asked why they 
did the game, Dunley explained, “We had a team that just loved ‘board- 
ing—a couple guys on the team were near-professional riders.” Well, at 
least they know their stuff. 

Pro Boarder takes a different 
approach than the other ESPN 
games in that it doesn’t use ESPN 
broadcast talent, but instead 
includes four X Games events, 
licensed X Games gold medalists 
such as Todd Richards, Tina Basich, 
Peter Line and freeriding champi- 
ons such as Morgan Lafonte and 
Jamie Lynn. In short, “The game 
will have the eight best pro riders in the world,” according to Dan 
McBride, producer of Pro Boarder. Not only that, but these racers will be 
screaming down mountains and halfpipes to music performed by the Foo 
Fighters and Rancid. 

Aside from these licensing coups, X Games Pro Boarder hopes to make 
its mark in unique gameplay by attempting to make Pro Boarder the 
most realistic snowboarding game yet. They hope to accomplish this 
foremost by simulating the actual feeling of being up on a mountain. 


1 SHAARON UNA 


Instead of only having a single track running down a mountain, players 
will be able to choose from a series of branching paths on their way 
down. As a result “no two runs will be the same,” according to McBride. 
On some of the game modes, players will need to collect special icons 
placed throughout the courses so that they can have enough time to 
explore their environment and pull off the tricks which they're ultimately 
scored on. 

Pro Boarder also boasts an intuitive physics model, which will reported- 
ly allow casual players to easily pull off a great number of basic tricks, 
and at the advanced stage, literally thousands. Want some more num- 
bers? It’s set to have nine levels that include two halfpipes, a Two-player 
Split-screen Mode and one slopestyle terrain park. 

That's quite an impressive amount of features, but will those and the 
ESPN brand make this game stand out from the glut of snowboarder 
competition? McBride certainly thinks so as he cites that his game “has 
better terrain rendering, 
better animation, better 
music, better controls, 
non-rail levels and the 
realism of using actual 
pro riders.” We'll see 
when the game arrives 
in late October. 


NHL NATIONAL HOCKEY NIGHT 


Theme Sports % Complete 70% Publisher ESPN D.Games 
# of Players 1-8 Availability November Developer Radical Ent. 


Fear National 4 


f you ask any true hockey fan, he/she will 

probably tell you that ESPN televises hockey 
better than anyone with their well-presented 
National Hockey Night. In fact, many sports 
analysts will say that ESPN is in no small part 
responsible for the higher level of popularity 
that the game enjoys today. Such a backdrop 
provides the perfect impetus for ESPN to make 
a video game based on their well-recognized 
television coverage. 


Steve Levy Joe Nikkols, producer of National Hockey Night, 


sums up the look of the game best—"Every single 
screen, every single feature is derived from an ESPN broadcast.” 
Not to mention the broadcast talent. “Gary Thorne and Steve Levy 
are the foundation of the ESPN broadcast feel in this game. Not 
only are the voices easily identifiable, the commentary is extremely 
relevant and insightful,” adds Nikkols. 
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But there’s more to a hockey game than 
just voices, cool graphic screens and nifty 
opening sequences. That's where 
Radical’s expertise at making 3D hockey 
simulations comes in handy. Honed by 
years of making NHL Powerplay (a very 
good game in its time) and other sports 
games, Radical is applying what they 
learned to National Hockey Night. Tim 
Dunley promises that players of that series 
will recognize the skillful computer intelli- 
gence from those previous hockey games, and we can tell you 

that the 3D graphics already look much more advanced than the 
aforementioned games. 

National Hockey Night also has a few unique features, the most 
interesting of which are the “White Hot Rivalries,” a mode that 
explains why two teams hate each other 
(more than normal), and also makes the 
players and crowd get more fired up about 
that particular game. There is also a Playoff 
Performer Mode that puts a spotlight on 
players who play mediocre during the 
season, but really turn it on during the 
playoffs. This is reflected in their statistics 
during season play as well. 

To be sure, the folks at Radical 
Entertainment have their work cut out for 
them if they are to successfully break into 
the icy territory seemingly locked up on the PlayStation by EA and 
Sony. But, as Nikkol reasons, “People want to play what they see on 
TV, and that’s what we intend to bring to life. | don’t think anyone 
could ask for a better partner than ESPN to make this happen. ” 
Frankly, neither can we. 


Gary Thorne 
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OFFENSE: 


An offensive shift has begun in the 
NFL where teams are seemingly pick- 
ing from two types of offenses: The 
“West Coast” offense or a heavily 
run-oriented “ball control” offense. 


Basically, it’s an overused term 
for an offense that throws lots of 
quick and short passes. The offense 
relies on the skills of the players to 
turn the passes into larger gains. It’s 
a very safe and methodical offense 
that must have an accurate quarter- 
back at the helm. 


Most teams run the West Coast 
offense out of the Pro Set because of 
its versatility. Throwing to the FB and 
HB in the flats and rifling passes to 
slanting WRs and the TE comprise the 
rest of the offense. Occasionally, throw 
a pass deep once the defense is preoc- 
cupied with your short passes. Lately, 
this type of offense has been rushing 
more with the running back to keep 
defenses “honest.” 


Ball control, run-oriented offenses 
are named that just because they eat 
up a lot of the clock and do a minimal 
amount of passing. Running out of the 
proform, I-form, or singleback should 
provide the right tools for this sort of 
offense. The basic idea here is to run 
on first and second down so that you 
can convert third down with either a 
run or a short pass. Occasionally, 
you'll need to use a short pass on first 
down just to confuse the defense. 
Also, be sure to throw a deep ball here 
and there when the defense starts 
committing more men to stop the run 
(which they will inevitably do). 


Obviously, it depends on personnel 
and your style, but Proform is the best 
balanced, and most used formation in 
the NFL by far. 
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GOAL LINE: 

What It Does: Stacks just about every one 
of your 1 players on the line.of scrimmage. 
Receivers are taken outiin favor of bulkier 
tight-ends, and usually two big backs are in 
the backfield. 

Works Well When: You're at the goal line. 
Even better if the defense doesn’t have enough 
men on the line. Don't expect big yards out of 
this offense, just a hard-fought three or four. 


sess SL Ss UT TY See ei cee 


wR OT OG C OG OT TE 
WR 


QB 


PROFORM: 

What It Does: Provides the best balanced 
formation in football. It’s the most used in the 
NFL, thanks to the widespread:use of the “West 
Coast” offense employed’ by teams such as 

San Francisco and Green Bay. 

Works Well When: You want to keep the 
defense guessing as to what your next play will 
be. You can tun the ball thanks tothe FB and TE 
Or you can pass deep to either of your WRs. 
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SHOTGUN: 


What It Does: Gives you more time to throw 
the ball. At least three receivers are implement- 
ed, and usually a TE is thrown in to pass block 
for good measure. Sometimes the running backs 
block, but they are best used as “safety valves.” 
Works Well When: Defenses are blitzing the 
hell out of you. Now that you have more time to 
react, start throwing in the spots vacated by the 
blitzing defenders. 
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I—FORM: 

What It Does: Won lots of championships for 
the Dallas Cowboys a few years ago. It’s a basic 
offense that is best suited for power running 
since both of its backs are lined up between the 
tackles in the middle of the formation. 

Works Well When: You have a strong offen- 
sive line and fullback that can’batter defensive 
lines and create holes forthe running back. 
Don't run it if you don’t have the personnel. 
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SINGLE BACK: 

What It Does: Spreads the field out with 
three WRs. Even without a FB, it is still an 
effective offense for running the ball since-it 
has a bulky TE and because this offense makes 
defenses think of pass first. 

Works Well When: You still want to be able 
to run the ball inside even with three wide 
receivers. Also, if you have a bad FB you might 
want to use this formation more often. 
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“WIDE: 


What It Does: Gives you the best pure 
passing formation in football by putting in 
your best four wide receivers. It also leaves 
your quarterback with a minimum amount of 
protection since there is only one HB and no TE. 
Works Well When: Teams have soft secon- 
daries. Going to 4-wide is only going to expose 
them further since they usually put in their 
second-string DBs to keep up. 
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GOAL LINE: 

What It Does: Stacks everybody on the line 
of scrimmage, and pulls all necessary defensive 
backs off of the field, leaving only a couple of 
cornerbacks and a safety, if even that. Make 


sure your opponent won't pass very far, if at all. 


Works Well When: You use it against the 
run, especially on the—you guessed it—goal 
line. There, your lack of pass coverage is hidden 
by the small amount of passing area. 
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° 
What It Does: Covers every part of the field 
adequately by spacing out defenders evenly. 
Also allows for run stuffing by keeping three 
linebackers within striking distance of the line 
of scrimmage. Almost every NFL team uses this. 
Works Well When: You pick a good play. It 
is soft against outside runs and some long and 
short passes, but it’s not gonna excel or fail at 
anything too often. 
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NICKEL: 

What It Does: Substitutes a linebacker with 
a cornerback. This gives a defense flexibility 
against the pass, while leaving enough bruising 
linemen and linebackers to stuff or at least 
contain runs. 

Works Well When: The offense is running 
three wide receiver sets, or when the opposing 
offense is having trouble running the ball. If 


that’s happening go to this set to stifle the pass. 
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What It Does: Provides a goal line-like 
defense by having five linemen but has a bigger 
safety net against long passes since an extra 
safety is brought in. Still, don’t for a second 
think this is a strong pass defense. 

Works Well When: Your opponent runs the 
ball, and might even be pretty good to use if 
they run a short pass play. The extra safety also 
provides a nice piece of mind. 
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® 
What It Does: Deducts a defensive lineman 
and adds a fourth linebacker. Only a few teams 
in the NFL run this defense, and they are getting 
fewer and far between. It’s good for stopping 
outside runs and short passes. 
Works Well When: You don’t have enough 
quality defensive linemen. The four linebackers 
allow for more blitz versatility, but if the offense 
runs inside a lot, the 3-4 may fail you. 
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DIME: 


What It Does: Leaves in only one token line- 
backer to provide some bulk, but has two more 
defensive backs than most base defensive for- 
mations. It will stifle the medium to long pass, 
but is extremely weak at the line of scrimmage. 
Works Well When: Your opponent is run- 
ning three or four wide receiver sets. This is also 
the formation teams use when they are in 
Prevent Mode, trying to protect a lead. 


DEFENSE: 


Aside from special situations, NFL 
teams only really run two base 
defenses. If you have ever won- 
dered which one you should use, 
and why any specific teams runs 
the one they do, read on! 


just about every team in the NFL 
uses the 4-3 defense, and there’s a 
good reason why. The 4-3 is the 
best balanced defense because it 
offers good secondary coverage, 
great inside run support and aver- 
age outside run support. The 4-3's 
strengths can be easily shifted sim- 
ply by shifting the linebackers to 
either side of the field, and moving 
the safeties. If you have strong cor- 
nerbacks, the 4-3 can be as effec- 
tive against the pass as a weaker 
team’s Nickel or Dime defense. 


After enjoying a small resur- 
gence, the 3-4 is slowly becoming 
extinct. Really, most teams imple- 
mented this defense to accommo- 
date their lack of good linemen as a 
stop-gap until they found good 
ones. For a while a few teams were 
using the 3-4, but only the 
Pittsburgh Steelers implement it as 
their base defense with great suc- 
cess. The 3-4 is good at covering 
short passes, and outside runs due 
to its linebackers being scattered 
outside of the defensive line. 
Having four linebackers to position 
can cause confusion for offenses, 
because any of them can blitz, or 
just drop into pass coverage. The 
downside of these four linebackers 
is that the inside running game can 
often tear up a three-man defensive 
line, and to get a pass-rush out of 
& 3-4, a defense is almost required 
to blitz. This, of course, leaves holes 
in a defense that can be exploited. 
The 3-4 is very dependent on spe- 
cialized personnel to make use of 
its strengths and cover up its 
weaknesses. Usually, teams arent 
tailored to cater to this defense. 
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Face it. There’s nothing more satisfying than beating your opponents down in a no-holds-barred 


game of NFL Blitz. This rough and tough seven-on-seven football game has been a number-one hit in 
the arcades for months. Now it’s coming home to the Nintendo 64 and PlayStation, so you'll get to 
enjoy humiliating your friends from the comfort of your own home. To help you out, our resident NEL 
Blitz experts have pooled their knowledge and put together this strategy guide filled with some of the 
best strategies and dirtiest tricks known to man. Use it wisely...your NFL Blitz rankings, and your pride, 


are at stake... 


ON OFFENSE 


Great players always run the ball as much as, or 
even more than they pass it. Running the ball keeps a 
defense off guard in addition to making your attack 
more versatile. If you can’t run the ball, you’re not 
going to win against tough competition. Interestingly 
enough, most quarterbacks make excellent running 
backs. Just make sure you don’t take too many hits 
with them, as they seem more apt to fumble the ball 
(especially after spinning). 


If you fumble 
while running 
along the side- 
lines, chances 
are the ball will 
skip out of 
bounds instead 
of into the 
enemy’s hands. 


Typically, you should roll them out and run along 
the sideline. This way, if you fumble, more than likely 
the ball will go out of bounds. The key to good run- 
ning lies with the spin move. This move is very effec- 
tive (almost unfair, in a way) because it lets you run 
right at a defender and make him miss by spinning 
just as he reaches you. Then, after you make the first 
guy miss, you're usually free.to run at least another 
iS yards. The spin works well against diving defend- 
ers. The second you see someone leaping for you, 
double-tap to perform this useful maneuver. 

One of the best and most over-abused elements of 
Blitz is the multiple passing. While performing two or 
more passes can lead to big gains, most novice play- 


Multipassing 
can disorient 
the defense. 
Try throwing 
the ball to an 
RB on one side 
of the field, 
and having him 
pass to a WR on 
the other side. 
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ers tend to rely on them too much. Also, they get into 
a rut of passing one way, and then passing to the 
opposite. Any expert player (but probably not the 
computer opponent) will recognize this pattern and 
make you pay for it. Be sure to complete all sorts of 
passes, if for no other reason than to keep the defense 
guessing. In fact, the most effective passing usually 
involves throwing short to your running backs, and 
then running for yards. 


OFFENSE IN MOTION 


Moving your motion receiver is important, and is 
generally an underused facet of the game. Most Blitz 


58 Guide to Sports Video Games 


Bs: [ee ’ 
(Tar ait aD Sea en . 
Ps es oe 


a 


Vase 


pas | ae we renee pon = = : = 
70 Tonk els me sal Th. i 


ee) eg 


FF Quarter << 
a in 7 . i ior a OH oo = 0 


Try moving your motion 
man before the snap. If a 
defender leaves his spot to 
follow you, you know your 
opponent is playing a 
“Safe Cover” defense. 


players realize that he can be used as an additional blocker to 
buy some passing time, but they don’t realize his other uses. For 
starters, a motion man can be used to find out if your opponent 
has a man or zone defense. If you know football or have played 
Blitz for a while, you'll know regardless, but for new players, 
this. can be a tremendous help. If you move your motion man, 
and one defender moves with him, that means the defense is 
playing “man-to-man” defense. That is, one defender is 
assigned to each of your receivers. So what benefit does know- 
ing this do for you? Well you can do a few things against this 
type of defense. Say there's only one defender covering your 
one wide receiver on the right side of the field (this happens a 
lot). You could move your receiver to the left, taking that 
defender with him. This opens the whole right side of the field 
for short passes and runs. Also, man-to-man defenses are more 
apt to be burned deep. This is because some defenders are 
better than others, and some receivers are better than certain 
defenders. If you happen to get say...Jerry Rice...locked up 

on a lame defensive back or linebacker, you're apt to get large 
chunks of yards downfield. 

So what does it mean if a defender doesn’t “chase” your 
receiver when you put him in motion before play? Well, it 
means that the defense is playing “zone.” Zone defense is a 
defense that divides up imaginary segments of a field for each 


: If you don’t want your weak opponents benefiting 
: from secret codes or CPU assistance, hit all three 
: buttons then hit down on the Code Select Screen. 
: Tournament Mode will ensure level playing fields! 
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FIGHT THE ASSISTANCE 
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With your great offense, you should be able 
to rack in the points, but when you get over 
seven points ahead, it seems like the “com- 
puter assistance” kicks in to help the losing 
team. There’s a code to turn it off, but most 
of the time, competitors won’t let you, or 
you'll forget the code. Don’t fear, there are 
some things you can do to try to protect your 
lead in the last few minutes of the game. 

For starters, run plays along the field bound- 
aries. Most of the time CPU assistance will 
make you fumble, but running along the side 
of the field makes them almost all go out of 
bounds. Better yet, avoid taking the hit, and 
just jump out when you’re about to be hit. 
You may lose a yard or two, but not the ball. 
It is strongly recommended that you do this if 
you’re running the ball with the quarterback, 
the most avid fumbler in the game. 
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could put a motion 
receiver next to another 
receiver and hike the 
ball. lf both receivers go 
inside of the same zone, 
it's impossible for one 
defender to cover him. 
But typically, when you 
see a zone defense, it’s 
usually a good idea to 
throw a short pass to the 
running back. If the 
zone defense collapses 
after the first pass, 
throw a second one to 
an open receiver. If not, 
don't be shy about run- 
ning for 12-18 yards (typ- 
ical rushing gain). 
Remember, the best 
players run the ball. 
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Two running 
backs will split 
Straight left and 
right when you 
call “Back 
Split.” Trust us, 
it’s a very 
useful play. 
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defender to guard. Zones are usually good for 
defending against deep passes, and less competent 
at defending short passes because they give such a 
big cushion. Furthermore, you can use motion men 
to overload one side of the field. For example, you 


You can fool many folks 
by pulling the QB to one 
side, then passing to an 

RB running the other 
Try this with the 
Sweep and Slant plays. 


N 


GREAT PLAYS 


Sometimes the best way to demonstrate how to play 
is to, well, actually demonstrate some plays. One of 
the best zone-busting plays is the “Back Split.” 
Because zone defenses typically leave the running 
backs wide open, Back Split works wonders because it 
puts two of them in the pass pattern on either 
side of the field. Simply pass to either side, and you 
might want to roll the quarterback to the opposite 
side that you plan on passing to in order to draw 
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the defense in the wrong direction. Also, once the RB 
catches the ball, head up field but keep an eye down- 
field just in case your one deep receiver gets open. 
Against man defenses try moving your motion receiv- 
er to the opposite side of the field. In a man defense, 
the defender will follow, open- 
ing up the field for your QB to 
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run wild in. 


Also, in real football, zone 
defenses are beaten by finding 
the space between zones, or 
what the pros call “seams.” 
Same technique applies to 
Blitz. Find passes such as the 
“Super Fly” that exploit the 
seams in a zone defense by 


¢_10NN > 


mre 


running diago- 
nal patterns. 
How do you run 
Super Fly? Well, 
the best way is 
to pass to the 
running back 
that runs later- 
ally right, and 
then to pass the 
ball again to 


Notice how the man-to- 
man defense is covering 
our right-heavy forma- 
tion, “Da Bomb” (above)? 
Now notice the big empty 
space to the left side of 
the field... 


the left-most receiver as he breaks open (almost always 
versus a zone defense). And, by the way, if it looks like your 
opponent is doing something to cover the pass, try running 


your QB around the side to the left. Usually, he will only have 
one guy to beat because the other defenders will run to cover 
the cluster of receivers on the right. Use a spin move to dodge 
him, and you’re home free. 


Passing to off-screen 
receivers is risky. Who 
knows where exactly the 
off-screen corners or 
safeties are? But if the 
defense isn’t ready for the 
long pass, you can gain 
some pretty big yardage. 


Misdirection plays a big part in Blitz. That is, feigning a play 
one way and actually planning on going the other (with the 
ball). One of the best ways to do this is to roll your quarterback 
to one sideline, and then throw the other. Take for example the 
play “Turmoil.” The running back runs to the left flat, but not 
very far down the field. This is your target. After the play is 
snapped, roll your quarterback deep and to the right. You can 
even make him look like he’s going to take off with the ball by 
running close to the line of scrimmage. This should draw 
defenders to you, especially an aggressive human one. Right as 
they close, jerk the joystick straight left, and pass to the RB in 
the left flat. Often he will be wide open, since you drew the 
entire team to the right on the misdirection. If he happens to be 
covered press the Jump button to leap and grab the ball. 


ON DEFENSE 


Being an offensive-minded game, Blitz 
makes playing defense a chore. A lot of it 
just comes down to quick reflexes and 
recognizing who is open and predicting 
your opponent. However, there are some 
general guidelines to consider when 
picking a defensive play. 

lronically, probably the most ineffective 
defense is blitzing. Although it’s a good 
technique to use against new players, experi- 
enced players will make you pay dearly. It 
seems that the most effective way of defend- 
ing an opponent is to play “bend but don't 
break.” Try not to give up the big play. Lots 
of weird things happen in Blitz, and the more 
plays an offense has to run to score, the more 
of a chance they have to make a big mistake. 


LEARNING THE BASICS 


The best basic defense is “Safe Cover,” a 
man-to-man defense. This one usually puts 
you in a position to make a play so long as 
you have decent players. Its big weakness is 
against the run because everyone is locked 
up covering receivers. “Medium Zone” and 
“Deep Zone” should be used in long yardage, 
and it's best to reserve it for situations like 
3rd and 4th and 20 when the offense gets 
desperate. “Near Zone” is very good defense, 
and serves as a great change-up against the 
short pass. It works particularly well in goal- 
line situations when short passing is about all 
the offense can do. Also, when the offense 
has less room to pass, you might try mixing 
in a rare, blitzing defense. For example, a 
“Lone Blitz” is useful because it sends players 
after the QB from both the left and right 
sides, thus making it hard for him to run 
the ball into the end zone. In the wide-open 
field, this could leave receivers wide open 
for big gains, but near the end zone, blitz 
weaknesses aren't so apparent. 
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INTRODUCTIO! 


This is a strategy guide for 989 Studios’ NFL GameDay '99 for the Sony PlayStation. It will show you 
everything that you need to know to become a pro at NFL GameDay ’99 on all difficulty levels. The major- 
ity of the plays in this guide have been picked based on their effectiveness against the CPU while playing 
the game in “Simulation” Mode with the difficulty set to either the “Veteran” or “All Pro” levels. However, 
you will still find some of them extremely effective on the “Hall of Fame” difficulty level. 


General Strategies 


Just as is often the case in the NFL, in order to bea 
successful team on the offensive side of the ball, you will 
want to have a balanced attack. This simply means that 
you will want to call a good balance of both passing 
and running plays. This is important because it helps 
keep the defense off-balance, whether the CPU ora 
friend is controlling it. 


RUNNING TIPS 


The single most effective button that you will use 
when running with the ball is the R2 or JUKE button. 


Even the 
crappiest of 
players can look 
like Pro Bowlers 
with GameDay’s 
over-effective 
juke move 


(left)! 


It is incredibly effective at breaking tackles, especially 
when in a one-on-one open field situation with a 
defender. It is most effective when used as the defender 
is in front of you. When a defender is diving at you 
from the left side, you should use your L or LEFT STIFF 
ARM button to avoid tackle. When a defender is diving 
at you from the right side, you should use your R or 
RIGHT STIFF ARM button to avoid him. In situations 
where you are being approached from the sides and the 
defender is not diving, you should use your CIRCLE or 
SPIN MOVE button. 

But don't just rely on special moves, it is very impor- 
tant to read the blocks of your offensive linemen and 
other running backs. The gaps that they make are the 
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patterns that 
show how to 
throw the ball: 
Bullet it when 
wide open (left), 
but lob when 
there’s someone 
in-between 
(below). 
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ones that you should run your ball carrier through. 

In general, running the ball to the wide side of the 
field will allow you to gain the most yardage. Pitches are 
a good way of getting the ball to the outside quickly. 


PASSING TIPS 


If the defensive back is between the quarterback 
and the intended receiver, you should use the lob pass 
(tap the designated button of the intended receiver). 

lf the defensive back is behind or on the side of the 
intended receiver, you should use the bullet pass 
(press and hold down the designated button of the 
intended receiver), 


99 


: It seems that GameDay’s defensive AI has a big 
: problem keeping receivers in the 5-Wide set covered 
: for any decent amount of time. If you need a 

: moderate gain (five-10 yards), go to this formation. 


RUNNING PLAYS 


TWINS - PITCH 

The Pitch out of the Twins formation is one 
of the game’s most effective outside running 
plays because the initial pitch gets you to the 
outside of the defense really quickly. Before 
the snap, a man will motion to the right side 
of the field. Allow him to motion to the right, 
since you don’t want him to be on the same 
side of the field that you are running the ball 
: ; to. Once the ball is snapped, the quarterback 
If your receiver happens to ee will pitch it to the left halfback. Run to the 

be blanketed (above), == e. Tete outside and use the ‘R2’ button to avoid the 
\ oncoming defenders. 


ce 


then you might want to mo TN " 
resort to initiating contact asl i 

to draw the interference LP ang PRO SPLIT fe SWEEP — j 

easy todo. Yj, Samant ae to follow the holes that are made by your 

blockers. In most cases, the hole where you 
should run will be toward the outside of the 

Roll your quarterback to the side of the field where you are pulling offensive guard and to the inside of 
passing the ball to cut down on the amount of time that the ball your lead fullback. Once you see the hole 
will be in the air. This will decrease the chances for an INT and made by these two blockers, you should 
increase your chances of hitting the receiver while he’s still open. head straight upfield and use your R2 button 
Rolling your quarterback away from the point of attack is very to juke the first defenders you come across. 
effective at misdirecting the defense and will sometimes open up 
really big plays. But, it also increases the distance that the ball 3-WIDE - QUICK TOSS 
will need to be passed, increasing the possibilities of things going While it doesn’t get you as far to the outside 
wrong. Something else to keep in mind is that you will want your as quickly as the Twins Pitch, the Quick Toss 
QB to be still when throwing the football. If he’s moving it will out of the 3-Wide formation is still a very effec- 
decrease the accuracy of his pass and will increase the chances of tive play for getting around the corner of a 
an incompletion, or worse, an interception. So right before you defense. Once you gain control of the ball car- 
throw, stop moving, and then pass. rier, you should try to use your speed to make 

Now, onward to catching the ball. Passes to backs coming out it around the outside corner of the defense. 
of the backfield are extremely effective. They are generally high 
percentage plays and can often lead to huge yardage gains. If PRO SPLIT - HB DRAW 
the receiver you're throwing the ball to is tightly covered (he It’s best to use this running play in passing 
shouldn't be if you use this guide), use the TRIANGLE button to situations, like 3rd down and five or more 
have him jump for the ball.|f there appears to be no chance that yards to go. Once the ball is handed off to the 
you will be able to catch the football, you can initiate contact running back, have him run around to the hole 
with a defender, either by running into him or diving into him to around the right end of the line of scrimmage. 
try to draw a defensive Pass Interference call. This may be consid- Be sure to use your R2 button to break the 
ered “cheap” by some, so we'll leave it up to you as to whether or tackles of any oncoming defenders. This is a 
not you take advantage of this design flaw in the game. perfect play to have as one of your audibles, 
so you can change to it when you see that 
your opponent is looking for the pass. 
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If you aren't 
am ='oyYal to any 
team, be sure 
to get with a 
great running 
back since they 
are always left 
wide open 

for passes. 


While scoring a lot of points is obviously important, it 
is also of the utmost importance to keep your opponent 
from scoring a lot of points. Here are some basic tips on 
having a successful defense in GameDay ’99: 


Take control of one of 
the defensive linemen and 
use him to rush the pass- 
er/pursue the run. You 
generally don't want to 
take control of the line- 
backers or defensive backs 
because if you move them 
out of position, it will 
leave a huge hole in your 
defense. And the CPU will 
take advantage of the gap 
that you left behind. 

When trying to get 
around the offensive line- 
men, you should use either 
the left or right swim moves 
(Li and Ri). Once you get 
separating, you should use 
your X button to SPEED 
BURST to the ball carrier. 

When you are rushing the 


64, Guide to Sports Video Games 


Quick Outs is an excellent 
play because your RB on 
the right gets open for 
huge gains, and if he 
doesn’t (rarely), you can 
throw to the left outlet. 


passer, you should either use your SQUARE button to dive 
at the quarterback, or use your TRIANGLE button to jump 
up in front of the pass to block it. It’s much easier to 
block the pass, but the reward of a deflected pass isn’t 
as great as a lo-yard sack. 

After the ball is thrown, you should select the nearest 
defender and position yourself between the ball and the 
receiver. If there’s not enough time for that, you should 
use your SQUARE button and try to hit the receiver as he’s 
catching the football. 
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PRO SPLIT - QUICK OUTS 

This is one of the many effective passing plays that 
have you throwing the ball to one of your running 
backs coming out of the backfield. It is just about 
always open for a good five 
to 10 yards, but if used in 
the right situations (short 
yardage, obvious running 
situation), it can get you 
huge chunks of yardage. 
Before the ball is snapped, 
your motion man will motion 
to the left. Allow him to do 
this. Once you snap the ball, 
drop your quarterback straight 
back and keep 
your eye on the 
running back 
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to the right 
marked with 
——t- the X. Pass him 
dill tt the football 


as soon as he 

becomes open 
downfield. Use 
a bullet pass if 
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Watch the HB get open in 
the Scissors play, and toss 
it over (right). 


you have a clear line-of-sight between him and the quarter- 
back, otherwise, use the lob pass to get it over the defender. 


PRO SPLIT - SCISSORS 

This is probably the easiest running back pass to complete. 
Simply drop back and hit your running back in the flat after he 
drifts to the left (non-flipped). Generally he will be open for at 
least five yards. If you juke the closest defender, you’ll get a 
whole lot more. 


PRO SPLIT - Y CROSS 


The Y Cross is another passing play out of the Pro Split forma- 
tion that has you pass the ball to a running back coming out of 
the backfield. On this play your intended receiver will be the 
running back designated with the TRIANGLE button and you will 


As you can see, we’re not 
kidding when we say that 
these plays are wide- 
open. Here, we flipped the 
play so the running back 
would wander into the 
wide side of the field. 
There isn’t a defender 
within 15 yards. 


want to run this play to the wide side of the field. Once you snap 
the ball, simply drop your quarterback straight back and give your 
running back time to run his pattern. You will want to lob the pass 
to the running back on this play. 


SHOTGUN - DEEP POST 


This is a very effective medium to long-range passing play that 
is generally good for over io yards per completion. Once the ball is 
snapped, drop your quarterback back, allow him to set his feet 
and then throw to the left slot receiver, marked with the TRIANGLE 
as he makes his slant across the middle of the field. You should use 
the bullet pass when trying to complete this passing play. 


DEFENSIVE PLAYS 


50 - 4~MAN GO 

The 50 defensive formation features a five- 
man front and two linebackers and is a great 
defense for stopping running plays. Of the 
plays in this defensive package, the most 
effective at stopping the run, while not allow- 
ing the big pass play, is the 4-Man Go. With 
this defense you should not have any problems 
keeping any running game in check and 
shouldn't leave you for dead against passing 
plays. When using this, you should choose to 
control the right defensive end and your first 
move should be straight upfield. 


NICKEL - 4 ACROSS 

The Nickel is a good formation for stopping 
the pass because you have an extra defensive 
back in the game. The play that works the best 
in this formation is the 4 Across as it will have 
each receiver covered on every play. This isn’t 
as effective against the run as the 50 4-Man 
Go, but because it has the two inside lineback- 
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ers attacking the middle, it is still a very 
effective defense against the run. Overall 
it’s one of the best defenses in the game 
at stopping both the run and the pass. Just 
select any of the defensive linemen and go 
after the quarterback. 


NICKEL - MAN ACROSS 

The Nickel - Man Across is another excellent 
defensive play that is equally effective against 
both the run and the pass. It is almost identi- 
cal to the 4 Across, with the main difference 
being that two of the defensive backs in this 
defense are covering zones instead of individ- 
ual players. This makes this play a little safer 
against giving up the big pass play. Just like 
with the other two defensive plays, you'll 
want to select a defensive lineman and go 
after the ball carrier. 
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One of the only things that can stop some of these 
plays is the knocking down of a receiver. Here, you 


see WR Anthony get knocked down during the 
Shotgun-Double Dig play. 


two receivers that will be open on this pass play are 
the ones located to the extreme right and extreme 
left of the formation, they are receivers “square” 
and “circle” and they are running the “In” patterns. 
Once the ball is snapped, drop your quarterback 
straight back and throw a zip pass to one of the 
receivers as soon as the cut is made to the middle 


of the field. 
PRO BLUE - IN OUT 


Here is another of the many high-percentage 
short-yardage passing plays that will give you a 
shot at big-time gains. The 


SHOTGUN ~- CURL 


This is another high-percentage passing play that 
is very effective at getting you at least five yards per 
attempt, with a good chance of busting it open for 
large chunks of yardage. 
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Once the ball is snapped, 
drop your quarterback 
straight back a few yards 
and then allow him to 
come to a standstill. You'll 
be passing to the right 
halfback who will be run- 
ning a pass pattern to the 
left side of the field. Wait 
until he is close to the side- 
line before throwing him 
the football. In most cases, 
he will be wide open. 


SHOTGUN - 
DOUBLE DIG 

This pass play is a good 
medium-range pass that 
works fine from either hash 
mark because it has to 
“go-to” receivers. The 
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main receiver on this play is 
the left fullback marked with 
the TRIANGLE. Once you snap 
the ball, drop your quarter- 
back straight back and allow 
the left fullback enough time 
to get near the sideline. 
Once he’s close to the side- 
line you will want to lob him 
the football. He'll usually be 
wide open 
and just a 
few broken 
tackles away 
from a huge 


ee 


a = gain. This 


play serves a 
dual purpose 
as it is also 
a very effec- 
tive short- 


yardage passing play to the tight-end, who is running a 
pattern where he slants into the middle of the field and 

then darts out to the sideline. If you choose to throw him the 
football, you will want to throw a bullet pass as soon as he 
makes his cut toward the sideline. 


PRO RED - HITCH 


On this play, your main target will be the fullback that is 
marked with the TRIANGLE button when running the non- 
flipped version of the play. There will be a man in motion 
that heads to the left when running the non-flipped version 
of the play. If a defender moves with him, keep him there. If 
no defenders follow his motion, move him back to the strong 
side (side with the tight-end) of the play. Once the ball is 
snapped, drop your quarterback straight back and allow the 
fullback enough time to get close to the sideline. As he nears 
the sideline, you will want to throw him the football. He 
should be wide open most of the time and only a few tackles 
away from breaking the big one. 


L-WIDE - SPOT PASS 


The “go-to” receiver on this play is the tight end positioned 
on the right side of the field. He will be the one who initially 


fe =Guess what? Another 

Bi! pass that gets your run- 

_ ning back wide open. 

_ This one is the Pro Red 
Hitch—add it to your large 

arsenal of GameDay ’99 
money plays. 
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The only way the Drop 
Pass won’t work is if the 
defense is playing a tight 
man “bump and run”-type 
defense. If not, it should 
work like this for modest 
gains (left and below). 


goes in motion to the left, so you will have to move him back 
to the right side. After you motion him back to the right side 
of the field, snap the ball, drop the quarterback straight back 
and then throw to the tight-end marked with the X as he 
makes his cut to the right sideline. He should be open for a 
high-percentage short-yardage gain. 


| FORM - HB OPTION 


This is a trick play that can be good for a huge chunk of 
yardage when performed correctly. When the ball is snapped, 
the ball will be pitched to the halfback who is moving toward 
the left. Once you have control of the halfback, immediately 
open up the passing cursors by pressing the X button and 
then throw a lob pass to the receiver marked with the TRIAN- 
GLE. He will be wide open a high percentage of the time. The 
only drawback with this play is that your risk of being sacked 
is high. Also keep in mind that the halfback doesn’t have the 
same passing accuracy as your quarterback. That’s why he’s 
a runner and not a thrower! i 


i 


fe A 
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How about this fora | ar 
change-up? Use the HB | Ser 
; ey LESTER 
option to pass to a _ 

wide-open running back 
(right). It works even 
better if you’ve been 
running the ball. 
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INTRODUCTION 


Madden NFL 99 is unlike any other football game because there is no play that works all of the time. 
While the Madden series is responsible for the creation of the “money play,” the advanced computer 
intelligence in the '99 edition is responsible for squashing it. But that’s not to say we can’t offer any 
help—we can. There are a handful of plays that work better than others, certainly, and that’s not to 
mention some strategies. 


* You can use 
Running The Ball iin to warn 
your way 
Running the ball in Madden is extremely effective— Tp jie se through the 
if you know how. In this year’s version, using the \’ , hs in zB interior of 
special moves (juke, power burst and spin) is just as ee i" et aa) imeem defenses. It 
important as manually dodging defenders with the 
pad. Running outside can be extremely effective, and 
should be a staple of your running game once you 
get up to speed. We'll outline some of the plays to 
use later in the guide, but the mechanics of doing it 
are simple. Follow your blocks, and make the first Sy EL ap ACD AT Ea BSNS 
defender miss by using the juke. Usually, when run- iy FE Ne Fe any WN a 
ning outside there will only be one defender that onsmahoewid Sb i 


lets you scoot 
left and right 
to dodge tack- 
les (below). 


Using the Juke 
move is key in 
Madden. Use it 
to get around 
that one tackler 
who keeps you cmetpemey 
from getting a 
whole lot of 
yards (left). 


Nah Le? 


fights off the blocks. Once you make him miss with the 


juke, you can gain five to 1o yards. That’s a lethal © 

ground game. Be willing to take a few losses here and Running Plays 
there until you get your timing down on executing the 

juke move. It should be much less painless if you use a SINGLEBACK - BIG - OFF TACKLE 


fast back like Warrick Dunn or Barry Sanders. Good for picking up three yards a shot. Sometimes 
The inside ground game is a little more tedious, but you’ Il get five, sometimes two—depends on your run- 

worthwhile if you have a strong back. Simply follow ning back (if you have a bruiser, definitely use this!). 

your blocks and power through the line when it opens It's a steady running play that won’t give you losses. 


holes. Once you're in traffic, use the juke to slide back — Keep at it, and you'll make your third downs into 
and forth to avoid hits, and use the power burst when _ short-yardage situations. 
contact is imminent. If the play has a motion man, 


hike the ball when he’s in the vicinity of where the line GOAL LINE - HB POWER 
is supposed to open the hole for extra blocking. This is a great play to get those tough few yards for 


Mh Minny yo} 
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Running out of the 
Shotgun-5WR gives 
Kordell plenty of running 
room (above). Or, you can 
get down and dirty with 
the QB Sneak (right). 


KTS 


a first down. If the defense doesn't have enough beef up front, 
this could turn into a huge gainer. Wait for the motion man to 
run in front of the hole (to the right of the center in an 
unflipped play) and then hike the ball. Follow that blocker up 
the gut for nice, steady gains. This is the play to use on those 
3rd and 4th and t's. 


GOAL LINE - QB SNEAK 

lf you have a good running QB, this is a good play to use to 
get tough short yardage, especially if the defense is concentrat- 
ing on your HB. The HB Power is a slightly safer bet since he will 
be less apt to fumble the ball. On this play, just hike the ball 
and immediately head for the small gap between defensive 
linemen. Hit your speed burst button to go forward. 


SHOTGUN - 5WR - QB DRAW 

Not many teams have the Shotgun 5WR formation, but you 
can always change your playbook so that you do. This is a great 
play to put in your audibles, especially if you have a good run- 
ning QB (Young, Kordell). Because the defense will be spread 
thin due to your five WRs, there will be plenty of running space. 
Also, because there is no running back in the backfield, a run- 
ning play will be the furthest thing from the defense’s mind. 
The best way to use this play is to line up in a Shotgun 5 WR 


: Play fakes work well in Madden. Run the ball a lot 

: and then do a play-action play. This draws the line- 
: backers and safeties in just a little with the fake 

: handoff so you can make big passing plays. 


p 
P 
¢ 
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DEFENSIVE STRATEGIES: 


The best defense to use in Madden is 
a conservative, balanced defense that 
doesn t give the offense anything too easy 
to complete. This is especially true when 
playing against the computer. Use your 
balanced 4-3 on first down, then progress 
to a Nickel if the offense has long yardage. 
Dime defenses shouldn’t be used too much, 
because they give up a lot of underneath 
passes and runs. 


Getting pressure on the quarterback can 
be done by shifting your defensive line 
away from the offensive line strength. If 
there's a tight-end on the right, shift your 
men to the left. You can also take one of 
your interior linemen and move him out- 
side—do weird things to mess up the 
offense's blocking patterns. Things like 
this can backfire if they run the ball 
through the hole you vacate however. 


Defenders have moves, just like offensive 
players—use them. Swim moves can be 
extremely effective tools to get past block- 
ers, especially with great defensive players 
like Reggie White or Bruce Smith. Once you 
get to the ball carrier, do a power tackle to 
increase the chances of a fumble. If you're 
going for the QB, you don't even need to 
sack him to be effective. Jump in front of 
him and bat down the pass. It’s not too 
hard to do, and can sometimes result in 
an interception. 


SAIDALVULS TVYAINID 
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Sometimes fake blitzes are as effective 
as real ones. If you play against a human 
opponent, bring a safety up to the line 
like you will blitz. Then when you hike 
the ball bring him back into coverage. 

Or even get fancier. Take a defensive end 
off of the line and drop him into coverage 
at the last second. A lot of football strate- 
gy consists of mind games such as this. 
Doing wacky things like that will baffle 
the computer as well. 


“@ ------------------ 
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Tap the pad 
left before the 
snap to move 
that fullback 
to the left to 
help block on 
the Pro Form 
Quick Toss (left 
and below). 
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passing play. If the defense comes out in a Nickel or 
Dime, audible to the QB Draw and take it up the gut. 
This can drive human and computer opponents nuts. 
Against a human, you might use this audible in 
conjunction with a Shotgun-5WR pass audible and 
audiblize between the two at the line of scrimmage 
so your friend has no idea what you're going to do 


(run or pass). A devious play, indeed. 


I-FORM - BIG - HB LEAD TOSS 
If you have a fast back, this is the sort of play 
you should use to get those long, outside runs we 
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mentioned earlier. One well-placed juke, and it’s off 
to the races. Sometimes your offensive line will even 
be courteous enough to seal the entire side off for 
you so all you need to do is pour on the speed. 


PRO FORM - BIG - QUICK TOSS 
This is a nice play that can spring you for some 
good outside running. Put your fullback in motion to 


help block the outside before you hike the ball, and 
you're good to go. 


Passing The Ball 


Although nothing is certain in Madden’s passing 
game, a few routes seem to work pretty well. 
Quickout, or “out” patterns seem effective, as do 
hooks, especially against Zone defenses. Passes to the 
running backs still work better than most passes, but 
if you do too many of them, you may find the com- 
puter jumping the pass and picking it off. So mix in 
these running back passes, and only use them when 
you really need to. If you use them sparingly, the 
computer won't be so apt to have good defenses 
in place to stop them. Be sure to learn how to 
“read” coverages. If no one is lined up right on 
your tight-end, he should be open for the first few 
yards. If no one follows your motion man, it means 
a defense is in a zone coverage. Here, you can 
throw more receivers into their zone than they 
can possibly cover. 


Passing Plays 


| Form - Normal - HB Hook 

No, we're not throwing to the HB in this one, but 
rather one of the most forgotten receivers in the pass- 
ing game—the tight-end. Here, simply roll out to the 
side that your tight end is curling to. Sometimes it 
takes him a second to break free of coverage when he 


The Quick Outs play con- 
sists of two precise timing 
patterns that must 

be thrown right as the 
receiver breaks and gets 
separation. Here you see a 
successful completion. 


breaks outside, but be patient. At this point, rifle the ball to 

him. The best thing about throwing to the TE is that he’s a big 
guy that will dish punishment out to smaller defensive backs. 
Just in case he doesn't get open for some reason, keep an eye 


The fullback (receiver R - 
PS version) sneaks out, 
but can hurt defenses for 
moderate chunks of 
yardage in FL Clearout. 


A 


out on the HB and FB that 
go to the middle of the 
field. Often, at least one is 
open for a six-yard grab. 


PRO FORM - NORMAL - 
QUICK OUTS 

This is a great play to set you up for a first down since the 
receiver catches the ball and gets about nine yards, This is also 
best used in situations with little time left on the clock since you 
can catch the ball and run out of bounds to stop the clock. To 
run this play, keep an eye on your outside receivers, preferably 
the one on the wider side of the field. The second he makes his 
break towards the sideline rifle the ball. 


PRO FORM - 3 WR - FL CLEAROUT 
This play is excellent at busting zone defenses, and just 
does a wonderful job of getting your FB into the open for a 


DEFENSIVE PLAYS 


4-3 MAN LOCK 


This is a good base defense to use. A little 
extra pressure is applied by one blitzing line- 
backer, whose territory can be covered by you 
if you pick the middle linebacker. When run 
against the computer, it had a hard time gain- 
ing yards, although it did so once in a while. 
Against a human opponent, the defense should 
also work as a base, but you will need to use 
others to keep your friend guessing. 


NICKEL - MAN 

This is a good base man-to-man nickel 
defense to run, as it keeps a defender on every 
receiver, putting you in position to make a 
play. If it’s a very long yardage situation, you 
might considering going to a zone defense. 
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DIME - DOUBLE WIDE 

If you’re getting burned by stud wide 
receivers like Jerry Rice, try changing to this 
defense, and they should be covered. Keep in 
mind this doesn’t double WRs in the slots, just 
the furthermost outside ones. That’s OK—they’re 
always the most dangerous. 


GOAL LINE- BASE 

If you're going to go goal line, at least give 
yourself some chance at stopping a pass. 
Although this isn’t as ferocious as other goal 
line defenses, it'll get the job done, and give 
you a little extra coverage as well. 
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on the wide side). 


PRO FORM - 
3 WR - CURLS 
In this quick-hitting 

play, your HB and FB 
get open for steady 
gains of about three 
yards, making it an 
excellent play to run for 
goal-line situations or 
two-point conversions. 
Simply throw a bullet 
pass at either one when 
they clear the line of 
scrimmage. When the 
defense is thinking run, 
this play gives you two 
good, high-percentage 
wide receivers to hit for 
short gains. 
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Use the Curls 
sparingly for 
crucial short- 
yardage situa- 
tions. If you 
do that, they'll 
usually be 
open (left 

and below). 
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catch-and-run. Watch your FB go into the flat, and 
bullet the pass to him. If he’s a good player, you can 
get at least six yards, and if he gets catches on the 
run, maybe even 10 to 20. Make it a point to run this 
play to the wide side of the field (make your FB be 


In Goal Line Quick Outs, 

the defense will think 
you're running the ball 
until you surprise them 
with the pass. The Square 
and Circle receiver will 
get you about io yards. 


N 


SINGLE BACK - 
4, WR - FLARE PASS 

To complete this pass, you'll have to be fast on the 
trigger, and have decent inside slot receivers (Land R 
on the PlayStation). The inside receivers run slants 
inside very quickly on this play (along with the other 
two outside receivers). They should get in front of, or 
inside of the defender covering, at which point you 
fire the ball into them (when they are about four or 
five yards past the line of scrimmage). If you have 


This is a picture of a properly timed strike to the 
left inside “slot” receiver in the Flare Pass play. 


bad or mediocre receivers, they will probably drop 
the ball quite a bit, so use this play carefully. It’s 
good for about eight yards. 


GOAL LINE - QUICK OUTS 
This is one of the most effec- 
tive passing plays in this guide 
for two reasons. First, it’s a 
well-designed play using very 
effective receiver routes and 
second, it’s very deceiving. 
Here's the best situation to run 
this play in: Run the ball once 
or twice out of the goal line. 
This should pull 
the defense in 
since you re 
running the ball 
and because 
they need to 
match up with 
your offensive 
bulk. Now that 
they’ve done 
this, use the 


The Shotgun - Deep Split is = = 
great for feigning adeep [ae cone - 


ball, then throwing to the fA as 
HB. Also, some of the @ 7M. = 
inside slant routes get , Sols 
open a lot to the wide ae | 
receivers. Potent play. fo i 


Goal Line Quick Outs. It still looks like you’re going to run the ball, 
but of course, you aren't. Pass to the tight-ends:on either side of 
the formation as they make their break outside. Generally, you 
want to rifle the ball to the one on the open side of the field. Also, 
the TE on the right side of the formation tends to get open even 
more, but some of that is dependent on player ratings. This is not 


When the defense sees 

the Shotgun formation, 
they'll think it’s.probably 
going to be a deep pass. 
Fool them by throwing a 
few passes to your often 
wide-open HB on the right. 


only good for fooling the computer, but even better for unsus- 
pecting human opponents. If you really have guts, try it on 3rd or 
4th and 1, when they really have the defense looking for the run! 


SHOTGUN - 4 WR.- DEEP. SPLIT 

Sure, it’s a deep play, but we're gonna throw it to the HB under- 
neath the coverage. Watch as he runs right behind the receivers. 
Once he’s clear, bullet it to him. The slot receivers also get open 
for sharp bullet passes, but you have to be quick. 


SHOTGUN ~ 2 RB - QUICK IN 

Throw to either of the running backs (best choice would be the 
HB) coming out of the backfield. The wide receivers will clear out a 
lot of the coverage for you. 


* 


* HOW CAN I HAVE AN EDGE OVER MY OPPONENT? 
Set audibles. Try to set at least three audibles in 
the same formation so that it’s hard for your 
opponent to have any clue what you’ re doing. 
Once in a while, reaudible into the play you’ve 
called, just to make your opponent think you’re 
changing your play. Head games are fun, and 
part of football. 


* | DON’T SEEM TO BE RUNNING THE BALL WELL, 
SHOULD | STOP? 

At some point, you'll have to if it just isn’t 
working for you, but be patient. Just the fact 
that you’re running the ball makes your oppo- 
nent run defenses geared toward stopping it. 


Then at least you might get a little softer pass 
coverage. And who knows, if you keep at it, 
maybe you'll break a few. 


* SHOULD | BLITZ AND WHEN? 

During the game you should throw in at least a 
few blitzes to make the QB uncomfortable, 
especially a human opponent. Don’t even rely 
on CPU blitzes, just take a man, and run him 

in. If you have a zone defense covering a zone 
of the field that you don’t think needs covering, 
run him in. After you do it a few times, ACT 

like you’re gonna run him in, and then drop 
him back into the zone. Like mentioned earlier— 
head games are fun. If you want a more analyt- 
ical approach, some of the best times to blitz 
are on 3rd-and-long (you make them throw 
before a WR can get that far down for the 
catch) and when the offense is using four are 
five receivers. 


* HOW DO |! BEAT THE BLITZ? 

Throw to where the blitzing defenders were. 
It’s also a general tactic that you should chuck 
the ball deep and make the defense pay for 
their aggression. 
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RUNNING PLAYS 


1B SPREAD - HB DIVE 

You'll find a lot of these dives in the various play- 
books. Find one in a formation you feel most comfort- 
able with. Put the motion man in the hole and follow 
him through the line. Once you get past the line of 
scrimmage, you'll most likely be faced with several 
members of the defensive backfield. This is where your 
juke and stiff-arm buttons come into play. Quickly 
determine the route of least resistance and plow 
through it, using stiff-arms to clear tacklers, or jukes to 
fake out oncoming defenders. Your ability to knock 


Using a motion- 
man to throw 
an extra blocker 


in the hole 
can mean the 
difference 
| between large 
1B SLOT + 
lt bive and small gains. 


2ND AND 9 = on 


defenders down and fake them out of their jocks is 
what determines if this play is run for two yards, or for,, 
a whole lot more. 


SPLIT - FB DIVE 


this is a good alternative to the HB Dive: The strategy 
here, of course, is to play to a your team's STOO: 


SPLIT - HB TOSS f 

Once you’ye-worn down the'defensive intetior, and 
got them sucking. wind, ‘take it outside. Make their line- 
backers earfi'their money. Keep in mind that safeties 
are basically wimps. The last thing they want-to do is 
tackle a 200+ pouind HB. So, if you can get around-the 
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a a le eel le 


You have motion men in college football, quite often two. Use them. Put the man in motion in the 
hole you want to run through, hike the ball, give it to your RB or HB and then follow your motion man 
through the hole. This also works well on end-arounds and pitches to the outside. DO NOT put your 
motion man in the hole if your opponent is in Man Coverage. How will you know? Well, when you move 


your motion man, there will be a defensive player mirroring him on the other side of the line. In that 
case, move your player away from where the play is about to be run. 


If your team’s FB is bigger and stronger than your HB, j 


Pound inside 
with the dive 
plays (left) 
then change it 
up to the out- 
side with toss 
plays (below). 
This will infuri- 
ate a defense 
to no end. 


line of scrimmage, fake out (or outrun) the 
linebacker(s), the only thing between you and the end 
zone Will’be the safeties. These are the easiest guys to 
stiff arm out of the way, but the hardest to fake out 
with a-juke. This strategy will only work if your HB has 
speed. If he doesn’t, you won’t make it around the end 


~ of the line. Like you did with the dives between Tackles, 


put your motion man in a position to block potential 
tacklers. As a reminder, if the defense is in Man 
Coverage, don't attract more defenders to the area of 
the field where you're about to run. 

On short yardage plays, the CPU will go into its 
goalline defensive set. If you try a QB sneak or a dive 


: to set up a few long passes. 
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If you give it enough time 

the Power | FB Dive will 
open huge gaping holes geyOis) ¢saiiusame aur eee) 
(above). The | Form HB (Signa. aA 
Counter uses misdirection [ss | : 
to get linebackers away 
from the hole (right). 
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right into the middle of the pack, chances are you're not going to 
get anywhere. You'll need a running play that’s slow to develop 
such as the | Form - HB Counter or the Power | - Fullback Trap. This 
gives your linemen a chance to open a hole or two, and time for 
you to find that hole, or break off the play and try to bounce to 
the.outside. Since the CPU generally swarms the middle of the line, 
you'll often have a good chance of getting to the outside and 
potentially breaking off a good run. This play also works well 
when the CPU is in pass coverage. You'll find a lot of holes in the 
middle of the field to run through with this play. 


PASSING STRATEGY 

When you choose a pass play it’s alright to have one receiver in 
mind. He’s going to be your Go-To guy, but always have a safety 
valve. If you spot one of the other players in the clear, rifle it to 
him as well. Your safety valve is most likely going to be a receiver 
in the flat (the area to the immediate right and left of the QB). If 
the defense has all your downfield receivers blanketed, and there 
isn’t a linebacker or DE all over your man in the flat, get it to him. 
Pay attention to the defense. There will be times that no one picks 
up your man in the flat at the snap of the ball. So unless you really 
need long yards, quickly fire it to the receiver in the flat and then 
start running down the sideline, juking and stiff-arming as neces- 
sary. You just might get bigger yards this way. If, however, all 


: It’s fairly easy to run the ball in NCAA 99, especially 
: if you have a good running back. Make sure you 
: find a team with a good one, and run him to death 
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FUNDAMENTALS 


In the past, the secret to playing NCAA 
Football well is in finding the money plays 
(the plays that only fail when your 
receiver/runner trips over a blade of grass). 
Last year’s NCAA Football was full of these 
plays. Nearly every pass to an HB was a 
money play. What a difference a year makes. 
While we’ve found plays that have a statisti- 
cally higher probability of working, the 
defensive computer intelligence in 1999 is 
such that no play is ever guaranteed to work. 
So, what does a video gamer do when his 
precious money plays have been taken away? 
You come up with a strategy, mainly offen- 
sive, but a superior strategy on defense will 
often dictate how hard you must work on 
offense to win the game. 

Considering that most teams have different 
playbooks and player attributes, you will 
need to tailor my strategies to fit the team 
you are playing (and playing against). For 
reference sake, the settings upon which this 
guide is based are: Default Varsity setting, 
Classic Camera. Yes, the camera angles can 
have an impact on how you play the game. 

It is also important to note that your team’s 
playbook could be different (each team has 
its own playbook, obviously), but the plays 
within them are quite similar to the ones to 
be described late. So if you see that a certain 
pattern works well in one play we describe, 
try using it in another. The “Circle” passes to 
the HB are a good example of a play used in 
just about every formation. 
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your receivers are covered, it’s often a good idea to 
throw the ball away, or if you see some daylight run 
the QB. Throwing to a covered receiver in the flat is a 
good way to lose yardage. A great strategy is always 
to set up the pass by gaining yardage on the ground 
first. The basic idea here is to keep the defense on 
their toes at all times. 


SHORT PASSES 

These passes are designed for short yardage (whether 
or not you get big yardage is based on what you do 
after the catch). 


IB - SPREAD - 
SLANTS (PASS TO X) 
This is the closest to a money play we've found in the 
game so far. The only time it has failed is when the 
receiver dropped the ball, 
the CPU knocked down FIERO PEO: 
the ball at the line of SEE Suns Lea 
scrimmage, or the CPU 
picked the perfect cover- 
age and had two men in 
the area of the route. 
Nevertheless, it’s a good 
play to gain around eight 
yards, especially on 3rd 
or 4th and short yardage. 
Here, a CPU (and usually 
human opponent) will 


which case you must back 
pedal a yard or two away 
from the line of scrimmage 
with the QB and hit receiv- 
er X who is cutting right 
behind the defensive line. 
On several occasions, the 
CPU called a goalline blitz 
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The Shotgun 

HB Streak is a 
deadly weapon 
to get about io 
yards a crack. 
Just wait for the 
L receiver to 
break inside, 
then throw. 


and left no one back to cover the receiver, so after the 
catch he’s wide open to run free. This play works, folks. 
Use it, but if you think you can march up and down the 
field with it, you’re wrong. The CPU isn’t always stupid. 
Always mix up your plays. 


Shotgun - 
HB Streak (Pass to L) 

As mentioned before, specific 
plays are not what you’re look- 
ing for, it’s specific TYPES of 
plays. This one is similar to the 
previous play except it’s run 
out of the Shotgun formation. 
When you’re in the Shotgun, 
the logical assumption of the 
defense is to look for a deep 
play. Well, in 
this case, you're 
going to have 
three receivers 
streaking down 
the sidelines, 
and they'll be 
pulling defend- 
ers with them. 
The receiver you 
want to hit is L 
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Here, in Power! Streak the "ssa 
primary (above) is being @ Ss 
covered. Go to your sec- 
ondary (right). He will bail 
you out and keep defenses 
guessing. Keep secondary 
receivers in mind! 


cutting from left to right over the middle of the field, just beyond 
the defensive line. Wait for the receiver to cut, then zip the ball to 
him, and if the middle of the field is open, you'll be able to run 
for another seven to I5 yards before the defense can get to you. If 
the linebackers didn't drop back into coverage, this play should 
net you five to eight yards before you meet your first defender. 
Use your jukes and stiff-arms to go for more. 


POWER I - STREAK (X OR L) 

A great short pass play is one that you'll know is going to 
work about a half second after you hike the ball. This is one 
of those. Watch X on this play, if he doesn’t immediately have 
a defender racing to cover him, hit him just as he gets to the 
line of scrimmage. He'll just then be getting his speed up, so 
once he catches the ball he should be flying. The only thing 


If you look at receiver X 
at this point, you can see 
that no one will pick him 
up as he runs to the left 
flat. Bullet a pass to him 
promptly for a good 
chunk of yardage. 


that will stop him for no gain is a defender sitting right there 
in his route. Do NOT lob this pass. Don’t do anything to slow 
down your receiver. Run this play to the open side of the 
field. If the left side isn’t open, switch the play to the right 
(this goes for all plays of this type). This is also a good 
clock-stopping play if you need it, because if you run the 


DEFENSE 


The type of defense I’ve always played in 
console football games is based on pressure. 
| take control of a middle linebacker before 
the snap of the ball, and | move him right up 
over the center. The goal of this is to bust 
through the line and get to the QB. Well, in 


past games, this has worked some of the time. 


Sometimes | would have to line up outside 

of my DE and then come at the QB from the 
outside. There’s a problem with NCAA 99, 
though. It’s too easy to get through the line 
to the QB. So easy, in fact, that in five-minute 
quarters, I’m averaging more than 10 sacks a 
game. This is how you do it: 


3-4 - MAN 

Press X to take control of the linebacker on 
the left. Press Ri to make your line shift over 
to the right. Move your linebacker right up 
between the center and the left tackle. When 
the ball is snapped, don’t use the swim move, 
you won’t need it. Just use the speed button 
(circle) to fire through the line. If you did it 
correctly, and if the CPU didn’t put a motion 
man in the hole, or designate a runner to 
block in the backfield, you'll have a clear 
shot at the QB. Be warned, if the CPU calls an 
outside running play, you'll need to quickly 
take control of one of your other defenders. 
The better QBs will attempt to side-step you. 
So don’t throw a leaping tackle at him until 
you know you've got him. Best-case scenario, 
you have a sack. Worst case, you've forced 
him to hurry his pass. 


DIME - DOUBLE OUTS 

A great defensive play to run when you know 
the CPU needs long passing yardage. Again, 
put your linebacker up in the hole on the line 
and shoot through for a potential sack. If he 
does indeed call a pass play, and you do get to 
him but don’t sack him, at least you’ve forced 
him to throw quickly into double coverage. 


4-3 - JAM MIDDLE 

Any of the Jam Middle defensive stances are 
good when you think your opponent is going 
to run up the middle. You should still have a 
few defenders back in case he tricks you with 
a pass pattern. 
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LONG PASSES 


field in double coverage, 
your QB is going to sud- 
denly feel very naked. 
Keys to remember when 
throwing the long ball are 
(1) Lob it only when your 
man has the defender 
beaten; (2) The jump 
button is your friend. You 
can throw it into cover- 
age, time your leap just 
right, and come down 
with the ball. (3) Take 
control of your receiver 
when the ball leaves the 
QB’s hand. Often times 
the receivers will run their 
stated routes even during 
broken plays. If you take 
control, however, you can 
make the receiver go to 
any part of the field you 
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play correctly, you'll be headed toward the sideline. 
Lis a good alternate route of the same type. 


These are the plays you're going to need a safety valve 
for, because if you’re caught with all your receivers down- 
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Shotgun Deep Out, 

your intended receiver 
will appear covered until 
he makes his break to the 
inside. Throw a bullet 
immediately! (right) 
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want him to. (4) Set your feet. On long passes this makes a 
big difference. Avoid throwing them on the run. By all 
means, run in the direction of your intended receiver, but 
stop before firing the pass.(5) Don’t be afraid to throw the 
ball away. A lost down is better than lost yardage (unless 
it’s 4th down, in which case make something happen). 


| FORM ~ VERTICAL (SQUARE IS THE INTENDED 
RECEIVER, L IS THE SAFETY VALVE) 

This play is good for 18-30 yards. Square will streak 
down the left sideline and automatically pick up one 
defender. If he doesn’t pick up a safety, throw him a lob 
as long as he’s beaten his defender. If he picks up another 
defender, or if the one defender he has is behind him, 
throw him a bullet. A move that works well in these types 
of passes is a bullet pass even when you've beaten your 
defender; take control of the receiver when the ball is in 
the air, and then come back to the ball and leap to catch 
it. Once you come down, immediately juke to get away 
from the defender(s). You'll find that this method (leap- 
ing for a bullet pass) works great when you’ve run the 
play so that the catch comes in the endzone. 


SHOTGUN ~ DEEP OUT (PASS TO 0) 

This play is similar to the tight-end cut across the mid- 
dle play discussed earlier, except this time the cut to the 
inside comes about 20 yards downfield instead of two. 
Your receiver will be covered well as he runs the first 20 
yards. You may need to scramble around to buy time, 
but once you see the receiver start to cut, fire a bullet. 
The cut move should momentarily leave the defender 
behind the receiver, so a quick pass will get him the ball 
in front of him and away from the defender. Call off the 
play if you see that the cut is leading right into a safety 
in your receiver's path. There are 
no receivers in the flat on this 
one, so if you have a safety valve, 
he'll be at least five yards down 
the field. Of course, sending all 
your receivers downfield does 
open things up for your QB to 
run if you need him to. 


SHOTGUN - HAIL MARY 
Always a good play to run if 
you re in desper- 
ate need of a lot 
of yards quickly, 
and if you have 
the receivers with 
the speed and 
hands to bring 
the ball in. Like 
most streak 
plays, this one 
should open the 
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KICK RETURNS 


Returning kicks, like sacking the QB, is a little 
easier than it should be. Avoid running the ball 
straight up the field. With a fast kick/punt 
returner, you should run immediately to the 
side of the field with the fewest defenders on it. 
If your opponent kicks you the ball to the right 
or left side of the field, catch the ball and 
immediately run for the opposite side. Unless 
the other team has some really speedy runners, 
you're going to find yourself running in the 
open field with about two or three defenders to 
beat, and one of them is going to be the kicker. 
jukes and stiff arms work wonderfully here. | 
prefer to stick to stiff arms here because jukes 
will slow you down, allowing the other defend- 


See all the space that’s ers to catch up to you. 


left wide open from the : ee, 
defenders covering the Nic 2 
Hail Mary? (above) Well See ty AUDIBLES 
take advantage of it, and 0 ee. 
run the ball with the QB 
for big gains. (right) 
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You now have six offensive audibles. Fill them 
with plays from every type we mentioned earli- 
er. Have a quick slant play, a dive up the mid- 


field up for your QB to either run up the field, or run out of bounds dle, an end around, an HB pitch, a deep play, 
and stop the clock. Watch quickly to see if any of your receivers has and anything else that works well for you. 
beaten their defender(s), and if so lob the pass. Most of the time, Against a human, use plays that look similar to 
they'll all be covered pretty well, in which case you need to either one another. If you call a dive, and you come 
lob or bullet the pass and play jump ball with your receiver. This up to the line of scrimmage and the defense is 
isn't a play you want to run a lot. It’s not a bad idea to run this in its goalline formation, your chances are not 
play on 2nd down and very short yardage. You may catch your going to be very good. So call either the end 
opponent sleeping. around audible or one of the pass plays. With 

six to choose from, there’s no excuse for getting 
BUILDING PLAYS: stuffed on short yardage plays. 


NCAA Football 99 has an option that allows you to build your 
own plays. If you're going to do this, we recommend creating 


Making a running back go 
into the flat behind a 
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sal | primary target is covered. 
ass And even better, he’s 
usually open too. 


pass plays based on the strategies discussed above. Here’s an 
example of a play we made. It consists of: (1) One receiver in the 
flat, (2) two receivers streaking down the field, on opposite sides 
of the field, (3) one receiver making a quick cut into the middle 
of the field. Find the type of pass play that works best for you, 
and then create some more similar to it, but using different for- 
mations. The CPU (and your human opponents) will notice which 
plays you run out of which formations. So give as much thought 
to the formation as you do to the actual play. i 
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GENERAL TIPS: 


Learn the strengths and weaknesses of your players and use them to your advantage. For example, 
if you have a speedy quarterback like Kordell Stewart, you will want to take advantage of his athletic 
ability by using him to run the ball out of the pocket. You have several moves at your disposal when 
running the football, but only two of them are really effective: Speed Burst (L2 or R2) and Jump Flip 
(TRIANGLE + L2). Instead of simply holding down the speed burst button until it runs out, you may wish 
to hold it down for a few seconds, let go of it, then hold it down again for a few seconds, and keep 
repeating this process. This way you'll preserve it until you really need it. 


Offensive Tips 


Avoid inside running plays, since they aren’t that 
effective and your chances of losing fumbles in the 
middle of the field are too great. When executing an 
outside running play, your first move after receiving 
the handoff should be pressing the Speed Burst 
button (L2 or R2). This allows you to get to the 
outside of the defense and up the sideline. 

On passing plays, avoid dropping your quarterback 
straight back and don't even consider trying to throw 
the ball over rushing defenders. If you try to throw 
over a rushing defender, the chances are very good 


Rolling in the 
direction of 
where you want 
to pass will buy 
you time from 
the pass rush 
and will shorten 
the distance you 
have to pass. 


that he'll either deflect the pass or even intercept it. 
On passing plays with a blocker, you should roll your 
quarterback in the direction of the field where your 
blocker is located if it isn't the center/tight-end. 
Otherwise, you should roll your quarterback in the 
direction of the receiver to whom you plan to throw 
the football. You might even try substituting your 
QB with your team’s fastest player and use him as a 
runner on passing plays. It’s very effective. 


OFFENSIVE PLAYS 
PRO - SWEEP 


This is a solid running play that is very good for 
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You can run the 
Pro Sweep over 
and over and 
the defense 
won't ever 

stop you from 
scoring (left 
and below)! 
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risks involved. When using this play, run it primarily 
to the wide side of the football field to give you more 
room to work with on the outside. After the ball is 
handed off to the running back, hold down the Speed 
Burst button (L2 or R2) to help you get to the outside. 
Then make your way up the sideline. 


TWINS - SWEEP 

This is another very effective outside running play 
that should be run primarily to the wide side of the 
football field. Just as is the case with the PRO - SWEEP, 
use the Speed Burst (L2 or R2) as soon as the ball is 
handed off to get around the defense. 
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Lancer gets you a big 
chunk of passing yardage. 
Roll your QB to the same 
direction as the receiver 
and rifle it. He will usually 
be even more open than 
pictured here (right). 


SPLIT - MAX 

While this is a passing play, it can be used as a very effective 
running play with your QB. It is especially dangerous if you have 
a quarterback like Kordell Stewart or Mark Brunell. Though, it still 
is effective with the slower quarterbacks in the league, like Dan 
Marino. Once the ball is snapped, use the Speed Burst button (L2 
or R2) to sprint your quarterback toward the wide side of the 
field and then up the sideline. If you don’t have a fleet-footed 
QB, you can always substitute in one of your team’s speedier 
players whenever you want to run this play. 


PRO - CORNER 

Run this passing play so that the receiver running the ‘corner’ 
pattern is heading toward the wide side of the field. Default 
has the corner pattern headed to the left, and the mirrored 
version of the play has it going to the right. Once the ball is 
snapped, roll your quarterback to the same direction of the 
field that the receiver is running the corner pattern to. After 
the receiver makes his cut, zip him the football. 


SPREAD - LANCER 

When running this pass play, your main target should be the 
right wide out that is running the corner pattern. Once the ball 
is snapped, roll your quarterback to the right (using the Speed 
Burst button if necessary) and then zip the football to the receiv- 
er running the corner pattern once he makes his cut to the out- 
side of the field. 


FULL HOUSE - ALLEY 

This is an excellent high-percentage passing play that is con- 
sistently good for a good chunk of yardage. Your man on this 
play will be the receiver running the pattern to the outside flat 
and is designated with the CIRCLE button. Once the ball is 
snapped, roll the quarterback right and then zip the ball to 
the receiver once he’s in the open. 
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Defensive Tips 


On defense, your main goal should be to stop the pass. 
You have two options here; either try stopping the pass 
by going after the receiver after the ball is passed, or by 
being really aggressive by going after the quarterback. 

When you're blitzing the quarterback, use the Speed 
Burst (L2 or R2) off of the line and then either Dive 
(SQUARE) at the quarterback or Jump (TRIANGLE) in front 
of the pass. Your chances of getting a sack are better 
with the Dive. Your chances of deflecting a pass or 
getting an interception are better doing the Jump. 

Injuries play an important role in the game. Try to get 
in the extra hit on the other team’s players as often as 
possible. Plus, be sure to substitute fresh reserves in for 
your tired starting players when necessary. 


DEFENSIVE PLAYS 
MAN - S BLITZ 

This is great at putting pressure on the QB. On this play 
take control of the Safety that is blitzing. Move him up 
to the line of scrimmage and immediately press and 
hold the Speed Burst button once the ball is snapped. 
Then as you are approaching the QB, either dive at him, 
or jump and try to intercept or deflect the pass. Put your 
best pass rusher in at the safety position if you wish to 
run this play often. 


BASE - ZONE 

This is a low risk defense that will put you in position 
to stop every play. It works well because it puts your 
defenders downfield in front of the offensive players, 
allowing you to get direct hits on them that knock 
them backward. 
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At first glance, NFL Blitz 99 may seem like a slight update from the very first game, but once you learn 
the intricacies of the game, you'll find that this statement couldn’t be further from the truth. Strategies 


> £ 4a > 


and plays that used to work like clockwork on the first game may only work once in a while or not at all— 
especially when playing with four players. And that’s not even to mention the offensive play creator and 
the ability to catch fire—two things that alter the gameplay very significantly. 


Moving the ball in Blitz 99 is a little tougher than 
last year’s version. The “spin” move is less effective, 
making players work harder to gain yards, especially 
on the run. Also, fumbles and interceptions seem to 
happen more after hits, making the process of 
moving the ball more careful and strategic work. 
Luckily, you have this guide. 


BACK SPLIT 


Running the ball forces a defense to soften their 
pass coverage and gives them more to worry about. 
It's also a great tool to have in short yardage situations. 
If you plan on running, always have a receiver in mind 
to throw to in case you're about to be sacked. Spinning 
(double tap Turbo) is still the best weapon to get past 
defenders. Use it to get through an oncoming hit—in 
Blitz 99 it doesn’t work quite as well but it still works. 
Another good move to use is the stiff-arm, performed 
by pressing the Turbo and Pass button simultaneously. 
If a defender is running alongside of you, trying to 
get into position for the tackle, take the offensive, and 
stiff-arm him to the ground. You can even do two ina 
row if they are spaced out enough. Lastly, if a defender 
is chasing you from behind and dives at you, jump for- 
ward to avoid him. If you do enough of these moves, 
it’s likely your turbo will be expended, and you will be 
more likely to fumble. To avoid losing the ball in these 
situations, head for the sideline. That way, if you get 
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hit, the ball will usually fly harmlessly out of bounds. 

A new facet of passing in Blitz 99 is getting your 
receiver on fire. To do this, pass to a receiver three 
times in a row. When a receiver is on the verge of 
being “on fire” he will blink at the line of scrimmage. 
This is your cue to get him the ball. Fire enhances your 
entire team by giving it unlimited turbo, allows your 
QB to throw super-fast passes, and makes your “fire” 
receiver extremely powerful. So much so that he can 
drag a tackler across the field. When on fire, you should 
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QUICK DISH 


SUPER FLY 


be able to easily score. Just be careful not to pick any 
risky plays that might lose yardage since doing so 
“extinguishes” fire. 

In four-player games, learn to push defenders down 
if you re the receiver. Right after you push him down, 
break sharply away so that when he gets up you'll still 
have a lot of separation. Defenders can also push you 
down, but this can be avoided by double-spinning 
when the defender pushes. If he misses due to your 
spin, his momentum will slow him a bit, allowing you 
to break open. 


Offensive Plays 


ZIG ZAG 

Zig Zag is one of the most potent Blitz 99 plays 
because it has so many options. Zig can bust man and 
zone differences very effectively. To run the Zig roll 


ZIG ZAG QUICK DISH 


right, and keep track of your receivers. One of them breaks 
right, allowing you to pass to him as you roll right. Another 
breaks far left and is usually open if you buy enough time. 
Bullet pass to either for gains of at least 10 yards. If both are 
covered, continue to run right for positive yardage. Try to run 
this play on the wide side of the field. 


TURMOIL 

Still an awesome play, though a little less effective now. 
Before running the play look at your tight-end. If the defender 
is up close, it’s likely your TE will burn by him—in which you 
will pass to him immediately after hiking. If he is covered, 
roll your QB to the side of the field opposite the RB. If the field 
is open, run with your QB, if not, pass all the way left to your 
RB. The RB used to be wide open most of the time, but this is 
no longer the case. We strongly suggest you stick to the first 
two options. Another way to run this play is to roll your QB 
to the side WITH your RB and run it like an option play. The 
second your QB is about to be sacked, pass to the HB who 
will be right in front of you. This works very well, especially 
against zone defenses. 


QUICK DISH 
The best new Blitz play—it offers short- and long-yardage 
gains. Your HB in the backfield and wide receiver run diagonal- 


ly right, and will usually be open. Pass to either if they are 
open. You can even pass to the lower HB, then pass across the 
field (left) to the wide receiver for HUGE gains. There are so 
many awesome combinations of this play, it can really play 
mind games with a defense. 


BACK SPLIT 

Still retains the magic from the first Blitz. Pass to either of the 
RBs in the backfield. Play with the motion man to divert cover- 
age away from one. This is one of the best short-yardage plays. 


SUPER FLY 

Use the Secret Plays code to get the old Blitz plays so that you 
can use this (hit all three buttons three times then press Down). 
Here, pass to the running back behind the receivers and either 
run the ball, or throw across the field to the innermost receiver 
for huge gains. 


DEFENSE 


Defense is much 

more effective in this 

Blitz, especially in 

four-player. Teamwork y 
is key here. Have one 2 
player from each team 
take a side of the field. 
Either that, or have one 
player cover the pass, 
and have another do 
manual blitzing. It works 
wonders. Be sure to 
shove down receivers, or trick people into 
thinking a receiver is open, and when they 
throw the ball, shove them out of the way 
and pick it off. Like offense, a defense can 
also catch fire. This gives a small bump in 
abilities in addition to unlimited turbo. 
However, extinguishing fire is more impor- 
tant for a defense than acquiring it. To catch 
fire, sack the offense for two consecutive 
losses. The defense loses fire anytime the 
offense scores or makes a first down. 


NEAR ZONE 


There are only two really good defenses, 
and they are the Near Zone and Safe Cover. 
The Safe Cover will put you in a position to 
make a play just about every time, but is 
more apt to give up long bombs if you give a 
QB too much time. To cut down on that time, 
take the middle LB in the safe cover and blitz 
him in. The Near Zone is more conservative, 
but is highly effective because it floods 
everything within 15 yards of the line of 
scrimmage with defenders. Take the middle 
defender and either blitz or knock out a 
receiver. Beware if 
the offense stacks 
receivers on one end. 

This can “flood” your 

zone defense. To 2 
counter, bring a & 
defender from the 

“unused” side of the 

field to balance 

things out. 


SAFE COVER 
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Playing 
THE FIELD 
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Tip: The computermany times can outrun 
ground balls for infield hits. Prevent this 
by charging every grounder. 

Tip: Beware the artificial turf; the ball 
bounces much higher on base hits—so a 
missed pop-up can bounce over your head! 


HITTING 


* Total Bat Control: 
You control a yellow 
cursor that you center 
on the pitch (1). This swing—the computer 
not only makes the : takes care of the 
game more fun, but | —— silt) . 
adds the dimensionof | sm | 5 : 


Timing Is Crucial: 
Yourmain worry in this 
mode is timing your 
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Tip: He : > {fs : yous A able The extent of necessary team man- 

not-ex oe = . F ‘ agement in Griffey is hardly intimi- 

instructi e size of the _. — oon +) Y dati y ; 

circular batting cursor seems ip ven ating. Your only major concern: 

based on hitting ability—so. , pitching stamina. Press R to call up 

bigger is better (2), Plu a c a pitcher's pitch list and his status. 
y f pe 
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thickness of 
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Normally, he’s Ready but if he’s 
Tired, yank him immediately. Tired 
pitchers lose notable speed on any 
fastball-type pitches (at least 
lomph), which makes them very 
susceptible to homers. 


_ # Easier Time: It seems 
easier in this mode to hit 
home runs—probably 
because the batting 

cursor isn't a factor. 


pitch, the computer : 
must mark the initial 


TIP: Although the computer allows 


peer orale (3). by Where’s the Fun? you to save separate lineups for 
_ . —_— to jug While ideal for new left- or right-handed pitchers, there 
ea ae 4 players, the Classic doesn’t seem to be any advantage 
Tip: If a pit Mode quickly wears to do so—especially if you’re play- 
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ing with Arcade hitting. Stick to 
power hitters, regardless of pitcher. 
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Notes VS. Com puter 


oS f PITCHING eX Great pitch to paint corner: ; 
Tougher Di ffi ulty: ' ls using it if you're tired. 
. a. 4 Changeur Keke Great follow-up 10 4 JastDe 
in a ; TOT Fach rn +rhor in Griffey hac i = : _ x ” - one ™ 
since bbe have to focus ah es pede 2 a A ait Best used when computer faces 
on bat timing as well as — jour pitches to picK from 9-2 count, otherwise, the computer 
itch location, it’s twice D Alb wit-hoave haus o:4.cee seems rarely fooled by it. 
mo MI\UIILD > Ave a CoOisa = 14 
i 4 Slider * if overused, it becomes home vur 
as tough to get hits. avilichs “ceun- the other : 
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Rarely seen, but a great pitch to 
use against human opponents. 


Griffey offers rather subtle 
changes to the gameplay 
as you switch from Rookie 


difficulty to All-Star. Here’s i” Seana ev . | 
a quick rundown: @ Computer batters have greater iia hy Bis i The fielding cursor (if enabled) 
tendency to chase bad pitches. 3 ems §=6coesn t show up as quickly on 
@ The fielding cursor shows up BACASROBIA Mac me =6pop-ups—watch the ball shadow! 
immediately after any ball is hit. St eae See = Margin of error for the batting 
@ Computer runs conservatively. Pe Cursor is greatly reduced. 
deo Games . J oie 


n: Reading pitches may seem impossible due to 


: FGLUGAMER 
athe sewed camera angle—over the catcher’s shoulder. However, DiGAl AISI 
 color- “coded pitches make batting far easier. 


tec vs. Blue: Pitches with a red streak are strikes; Siete with : SP OR TS S TRATE GY 
blue streak are balls. You can hit blue pitches for base hits, but & TRICKS SPECIAL 


it’s the exception rather than the rule. 

- If you swing at a red pitch, you’re sure to hit it if you 
time it right. For a 100 mph fastball, start swinging just as the ball 
leaves the pitcher's hand. For a 60-70 mph off-speed pitch, wait a 
split second for the ball to reach the plate. 
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"fg 7 Craig Biggio | 
The check swing will quickly oe 


become your best friend. If you let go of the B 


button quickly, your batter will stop his swing. stretch so quickly that your knee-jerk reaction should 

Once you get a feel for the timing, you'll actually be able to hit it. . 

be able to swing at every pitch. c. If you see a slow-moving red streak, check swing any- 
. If it’s a ball, you'll see the blue streak—so stop way. You'll have just barely enough time (since the pitch 
your swing! is moving relatively slower) to reset your swing stance 


b. If it’s a fastball, you'll see the pitch’s red streak and make contact with the pitch. 


. If you mistakenly 
LE ae AA 5. Ra mpeertpenees eee 2 See eee throw to the wrong 
7 leur Pee =) eee base from the out- 
field, you can still 
redirect the throw 
if it’s headed to a 
cutoff man. Press 
the correct base (C 
button) before it 
reaches the cutoff. 


Pa KF 
|. The Breakdown: The computer is rarely fooled by bad batters with fastballs; stick to a diet of sinkers (really 
pitches, which makes strikeouts tough to come by; the effective) and curve balls that drift back into the strike 
majority of outs will come from strikes hit into pop-ups. zone. Use the Analog Stick to gently push the pitch away 
You have a little control over pitch location with the from the middle of the plate. 
Analog Stick, but the stick doesn’t need to be moved 5. Best Pitches vs. Humans: Conversely, it’s easy to fool a 
much to register the location change. 2. Help Menu: human opponent with pitches that “hide” their streak 
Pressing the Z button brings up the pitches available— color until they're halfway to the plate. These pitches 
an easy guide if you don’t know your pitcher’s skills. take advantage of the camera angle and pitcher/batter 
3. Fatigue: The Pitcher Data Screen that pops up before matchup to make them hard to see! Use the Analog Stick 
each batter contains vital information about your pitcher: to position the pitch location accordingly. Batter/Pitcher 
The text color changes from white to yellow to red as Same (both left- or right-handed): Try a high inside 
your pitcher’s stamina deteriorates. In addition, there'll split-finger fastball (Down-Left+A), an outside sinker 
be a status note that may say “Ready” for a new pitcher (Down+A) or a low inside 
or “Tired” for a fatigued one. It shows the number of changeup (A). Batter/Pitcher 
pitches your pitcher has thrown so far in the game. As Differ (one left-handed, one right- 
a general rule it seems to fall between 60-75 pitches. handed): Try a high-and-away 
4. Best Pitches vs. Computer: As stated earlier, the curveball (Right+A) that drifts back 
computer rarely bites on blue-streak into the strike zone, or a high outside 
pitches. Try not to rely on blowing past . slider (Down-Right+A). 


OE ee 
he ll Status: "feady. _ a er As 


LF 8. Anderson +: Lf 8. Anderson a Y 
Ca _ tae = SY 
, Guide to 


FLTUGAMER 


SPORTS STRATEGY 
& TRICKS SPECIAL 


constantly fumble the ball. 
Slippery Play: SPRSLYD—Players 
slip all over the field. 

Sticky Hands: STYCKYHNDS— 
Players will always catch 

the ball. 

Unlimited Downs: DWNDRV— 
Enables an unlimited number 
of downs. 

Extra Fast Players: MCHLJINSN— 
Gives a speed boost for players. 
Small, Wide Players: JPNSMWR— 
All players are short and flat. 
Many Cheat Codes 

On the Main Menu, access 

the Enter Cheat Option. Now 
enter any of these codes for 
various results: 

SDWNDRV - Player gets 

eight downs. 

RNLDSWZNGR - Strength attribute 
for all players is at maximum. 
BRDWYNMTH - Pass accuracy is 
set to maximum for all QBs. 
WLTRPYTN - Agility attribute is 
set to maximum for all players. 
CRLLWYS ~ Acceleration attribute 
is set to maximum for all players. 
SMLMDGT - All player heights are 
reduced to 5'6” and weights are 
decreased to 145 lbs. 

GLYTHMD - All player heights 
are 7 7 and weights are set 

to 400 Ibs. 

BBMNTBL - All player heights 
are 77 and weights are set 

to 145 Ibs. 

BGBFYFF - All offensive players 
have maximum attributes. 
BGBFYDF - All defensive players 
have maximum attributes. 
GTNHNDS - 

Everyone fumbles the ball. 
PWHYRMN - All player attributes 
are decreased to zero. 
SPRTRBMD - All players run in 
Turbo Mode. 

FRMBYFRM - Players move in 

slow motion. 

NBCTCKLS - Tackle ball carrier is 
turned off. 

SPRDPRTCKL - Always tackle 
TGHTGRP - No turnovers 
SPRTMMD - All player attributes 
are at maximum. 

LDSTRTRK - When QB throws 

the ball, it appears in the 
receiver s hands. 

YNSTYNS - Discipline and 


Nintendo 64, 


Change The Look Of Your Play ers 
WAYNE GRETZKY ’98 


For any of these codes to work 
you must first go into the 
Debug Mode. To do that go 

to the Options Screen and hit 
Down-C button+R button, Left- 
C button+R button. A window 
will pop up that will allow you 
to change the appearance of 
your players. Press Down-C 
button+R button to change 
the head size. Left-C button+R 


button to change the body 
size. Up-C button+R button to 
change the height. Here 
are some examples as they 
would look in the window 
and the effect: 

100000: Stocky players 
010000: Stocky players, 
Big heads 

10000: Stocky players, 
Small heads 


Nintendo 64 
Many Codes 


PLAY MODE SIMU 10N 


REGU ar TON 


se 
DIFFIC UL. ¥ 

PERTOD A. ENGTH 

FIGHTIM 

PENAL T res ON 

PLAYER sur’ aulne AUTOMATIC 

LINE CHANG AUTOMATIC 

PLAY SPEE > NORMA! 

PUCK STREAK 9 

PLAYER FATIGUE OFF 

DEFAULT CAMERA LOW SIDE CAMERA 
TOGELE CAMERA HIGH SIDE CAMERA 


SPECIALS: 1toLtonoonoosnnanaDo 


001000: Small players, 
Small announcer 

oooloo: Large players, 
Large announcer 

oooolo: Crunched players, 
Small announcer 

000001: Elongated players, 
Large announcer 

loo: Large players, Small 
heads, Large announcer 
o1oolo: Crunched players, 


Large heads, Small announcer 


MIKE PIAZZA’S STRIKE ZONE 


Alternate Skies: 

Enter L, R, L, R at "Today's 
Game Screen.” Now enter 
Right-C, A, Z, Up-C, L,R, Z 
for alternate skies. 
Aluminum Bats: 

Go to the "Today's Game 
Screen” and enter L, R, L, R, 
then press R, A, Z, B, A, L, L 
for Aluminum Bats. 

Colorful Bats: 

Go to the "Today's Game 
Screen” and enter L, R, L, R. 
Then: R, down, B, A, Right 
for red bats B, L, B, A, Right 
for blue bats. 

Crazy Ball: 

Go to the "Today's Game 
Screen" and enter L, R, L, R. 
Now do this: Right-C, A, Z, 
BALL : 

Crazy Pitch: 

Go to the "Today's Game 
Screen” and enter L, R, L, R. 
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Now do this Right-C, A, Z, 
C-Up, R, B for Crazy Pitch. 
Credits: 

Enter the following code at 
the Title Screen to enable a 
credits option: R, A, Z, R, 
Right-C, A, B. 

Devil's Thumb Stadium: 

Go to the "Today's Game 
Screen” and enter L, R, L, R, 
then press right (D-pad), A, 
Up-C, L, A. 

Easy Home Runs: 

Go to the “Today's Game 
Screen” and enter L, R, L, R. 
Now do this: Press L, A, 
Down (D-pad), R to always 
hit a home run. 

Easy Steals: 

Go to the "Today's Game 
Screen” and enter L, R, L, R. 
Then: Left-C, A, down, 
(D-pad) Up-C, Z for 

easy steals. 


OPTIONS 


Nintendo 64 
Many Cheats & Secrets 


NHL 
Breakaway 98 


Cheat Menu - At the Main 
Menu Screen, press Left-C, 
Right-C, Left-C, Right-C, R but- 
ton, R button. The Cheat Menu 
will appear as a new option on 
the bottom of the screen. 
Perfect Player - At the Create 
Player Screen, enter your play- 
er’s name as Jim Jung. After 
you enter that name, all of his 
Stats will be maxed out! 


Player Inspection - At the 
Create Player Screen, press any 
of the C buttons to rotate your 
player in any direction. 

Bonus Points - At the Season 
Mode Main Menu Screen, enter 
this code for extra bonus 
points whenever you enter it: 
Left-C, Left-C, Right-C, Right- 
C, Left-C, Left-C, Right-C, 
Right-C, R button. 

Pull Computer’s Goalie - After 
beginning your game, press 
Start to pause and then go into 
the Game Options setting. Now 
go to the Controller Setup and 
move your controller to the 
other team’s side. Now go into 
the Team Options and then 
choose the Pull Goalie option. 
Now go back into the Game 
Options again and on the 
Controller Setup Screen, move 
back to your original team. 
Now the computer's goalie will 
be out of your way! 


Special Cameras 
The special cameras are pretty annoying 
because you lose your perspective of the 
gameplay at a crucial moment. Turn them 
off to avoid unwanted frustration. 

Super Players 

If you're having trouble or just want to have some 
good fun, create some ‘Super Players” for the 
Playoff Mode. Go into the Edit Character Menu, and 
jack those stats through the roof! There is no limit 
on points, so you can be as generous as you like. 
Eat Up the Clock 

Defensive Al is stupid! If you have the lead and 
you have the ball, eat up the clock! Just have your 
player stand right outside the three-point arc and 
wait it out. The defense won't charge you even if 
they’re down. Cheap and effective—l like it! 
Rebounding 

Probably the most important thing in the game, 


- PLAYOFF STRATEGY - 


both offensively and defensively. The key to 
rebounding effectively is very simple: Just stand 
there. Set up a “box” on offense, and just put an 
extra player down low on defense to accomplish 
these tactics. 


* The Pump Fake 
Don't even waste your 
time with it. The percent- 
age of time it actually 
works is a joke! You're 
better off pulling regular 
jumpers than bothering 
with this. 

* Running Plays 

When running any sort 
of offensive play (i.e., 
Box, Low Post, Motion), 
remember to wait for 
your teammates at the 
half-court line. Trying to start fast breaks isn't 

the most effective tactic in this game. 

* Using the Screen 

Just like other basketball games, setting up screens 
is your best strategy. It’s especially useful in multi- 
player games, where you can have a friend block 
out the big men around the perimeter. 

* The R & B Special 

Get to the low post position, then use R & B for 

a special move for each player. It really works 
miracles, and seems to pull you out of even the 
tightest of jams! 

* Key to Scoring Down Low 

To make a cheap bucket almost every time, 
follow this strategy. For starters, have a “Box” 
offense set up as your default. Pass to an out- 
side player (preferably a forward or guard), 
then pass back immediately. Hold R to make 
your player back in slowly until he’s well with- 
in the paint. Shoot with the R & B Special for easy 
points! If the player misses the shot, the = 
two big men down low will get the 


rebound and kick it back out to your out- NY: 


side players. Repeat the process as needed. 


| = NBA Jam- 

| Style Stealing 

| Just jag on the Steal 

' buttons when near other 
| players. This play is as 

' effective as it is cheesy, so 
| use it if you want to win. 
| * Switching Characters 
' Make sure to rapidly switch characters when 

' stealing. Since stealing uses up part of your turbo 
| meter, this tactic inevitably keeps your team 

' stealing nonstop! 
| 
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* The Team Settings 
You've probably noticed an options list called 
Team Settings in the Menu Bar. In this sub-menu, 
you'll see some options next to your players like 
Double Team and Fronting. These are pointless. 
DO NOT USE. Using these will only lead to instant 
frustration as the computer always finds an open 
player for a dunk. 

* Isolating Players 

When the opposing offense is taking 
perimeter shots, the only good defense 
is to isolate the player down low. 

You can almost “force” them out of 
bounds by putting your body right 
in front of them and leaving it there. 
fF, Don't move, don't jump, just stand. 
j * Avoid Screening Players 

Just the opposite of the offensive 
strategy, this one focuses on keeping 
at your defensive players out of each 
VNaeeS(Other’s hair. Just remember not to 

) scrunch too many guys in one area, or 
you'll be in for it. The moment the sec- 
ond two of your players get stuck, the 
computer will instantly drive to the 
basket for an immediate bucket. 
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Awareness is set to maximum for 
_all players. 


BGTWSTRS - Ball carrier spins 


around constantly until he’s 
 TRNTDLER - QB accuracy is set to 
Zero for all QBs. 
_LLDFSCK - All defense attributes 
are set to zero. 
__LLFFSCK - All offense attributes 


are set to zero. 

BGSPRDV - Dive distance is 
greater, , 
SPRBGRMS - QBs throw the ball 100 
yards; Kickers kick the ball 100 
yards; Punters punt the ball 
100 yards. — 

STNTXTM - Access the Acclaim, 
Iguana, AFC and NFC teams for 
quick play. 

MNFLDMD - Players do a dive 
every three secs. 


-PBYBYMD - All players craw! 


around the field during play. 
LWYSTPSS - Players always tip the 


_ ball in the air on passes. 


YLCTRCFB - Players move around 
like an electric football game. 


_ SNWSLDS “ Sled Mode 
_ LLCHTSFF - Turns off any cheats 
~ that have been set. 


- Madden NFL 99 


PS - Many Cool Codes 


_ AFCBEST - AFC Pro Bowl Team 


BESTNFC - NFC Pro Bowl Team 
BOOM 98 - Madden Team 


_ TURKEYLEG - All Time Madden 


Team 2 

IMTHEMAN - All Time Stats Team 
THROWBACK - 75th Anniversary 
Team 

GEARGUYS - NFL Equipment 
Managers Team 

PEACELOVE - All ’60s 
BELLBOTTOMS - All ’70s 


INTHEGAME - EA Sports 
_ WELCOMEBACK - 99 Browns 
— STICKEM - Old Oakland 
_ NOTAFISH - Old Joe Robbie 
EA STADIUM - EA S 
- DOGPOUND99 - Browns Stadium _ 
FOR RENT - Houston Oilers Stadium 
—OURHOUSE - Tiburon Stadium 


THEHOGS - RFK 
SOMBRERO - Old Tampa Stadium 


cide Spon Video cames 87 


BATT GAMER 


SPORTS STRATEGY 
& TRICKS SPECIAL 


PLAYSTATION @) 
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PS - Special Password Cheats 
These cheats will get you some 
special-looking tracks and 
strange options for your car. 
On the Type Screen, choose a 
race (Single Race or New 
Season) and on the Select Driver 
Screen, move Left until you see 
“Create Driver.” Now enter one 
of the passwords as shown to 
get the following results: 
NIGHTRID - Drive at night 
SPACERID - Tron-like tracks 
GEK - You will race two laps 

in Season Mode. 

WHEELS - There will be no body 
On your Car. 

FLOAT - Tracks will have half 
the normal gravity (you will 
have less traction than 

normal races). 

RADBRAD - Tracks have more 
gravity than normal. 

BANZAI - You won't collide with 
any other cars. 


PS - Change Announcer’s Voice 
From the Title Screen, access the 
Options. In the Options Mode, 
press the Select button 55 times. 
The announcer’s voice will change 
to a higher pitch. 


PS - Many Game Cheats 

Enter any of the following cheat 
codes at the “Edit Driver” option 
to receive various results within 
a race. Begin your race to see 
the results. 

For Four Bonus Tracks enter: 
BILLY BONUS 

For Helicopter View enter: 


88 _ Guide to Sports Video Games 


Depending on the event you’re in, you'll 
want to choose a specific character and 
board. For the trick events, use Ricky 
Winterborn with the long B-Line 154. For the 
speed events, you'll want to use the Tahoe 151 
with Rob Haywood. After hours of testing, 
these were found to be the best choices. 


Choose carefully to put 
the odds in your favor. 


There is a way to get a quick boost of 
speed at the beginning of a race. Press 
Forward and the Z button at the same time 
when the number one of the timer starts 
disappearing. You'll know you've done it 
right when you leap forward. This works 
well for all courses, but it can mess you up 
on the Halfpipe. 
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The boost will help you get a 
higher score in the Air Make. 


The Contest Mode sends you into each track, 
the Halfpipe and the Air Make. You can earn 
the most points possible during the actual 
races. How? Charge your jump, and doa 
spin on flat ground. You can get up to 
5,000 points from an easy jump. Once you 
have the rotations down, you'll win! 


Each racer has 

a set of grabs 
based on his/her 
technique 
rating. This 
shows who 
does what. 


Melancholy 


Lien Air 
Method 
Shifty 

Indy 


quick succession. 


cult moves will get 
you a lot of points 
individually, they 
take time away 
from your precious 
combos. Go for the 
quick points. 


Tweak 
Nose Grab 
Tail Grab 


Stiffy 
Mute Grab 


Stalefish 
Indy Nosebone 


major combos! 


Rotation Moves 


The best way to get the most 
points in the events is with 
combos. The easiest way 

to make combos is with 
rotation moves. Your stan- 
dard 180° will get you an easy 
100 points, but it doesn’t 
count toward a combo 
total. 360°s and 520°s are 
your best bet, because 
they are easy to do in 


While the more diffi- 


The Terrain 


What terrain 
you ride your 
board on will 
determine how 
it will control 
and how fast 
you will go. 


Loose Snow: 
+ Easier to makes turns on 
Slows you down a lot 


rs 


? 


* Speeds you up greatly 
Hard to make real turns 


Pavement: 
+ Less slippery than ice 
Moderate speed 


— 


i TT 


Rotations make for the 
fastest combinations. 


a 


Easy Moves: If you have a worn-out controller with 
a loose analog stick, you can use this to get some 


EF )icrystal Lake 


F A) Easy Speed: Don’t 


& q bother with the ramps. 
| Stick to the left side and 
F you'll make some time. 
8) Shortcut: After the 
B E jump, head to the right. 


PThere’s a shortcut right 
F past the lodge. Use 
C ~~Giiithe ramp. 


F to make sure to land 
properly or you'll lose 
| alot of time. Hit the 

. edge straight-on. 


A) Fast Ice Path: When 
you get to the open area, 
| look to the right fora 

& lightning-quick ice road. 


B) Tree Trouble: At this 
F point you will have to 

| dodge trees in deep 

f snow. Keep your 

F eyes open. 


F C) Secret Route: There 
§ will be an outcropping 
of trees that conceal a 
really good pathway. 


Two More Levels 


GENERAL 
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GENERAL 
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' Crystal Peak 


A) Easy Speed: Like on 
the first level, you can 
make some real time by 
avoiding all the jumps. 
Go left. 


B) Icy Turn: Not only 
is this area confusing, 
there's ice here too! 
Keep to the right at 
all times. 


C) Ice Hazard: The left- 
hand passage has slick 
ice. It’s good for speed, 
but be sure to lean to 
the right. 


A) Parked Cars: Watch 
out for parked cars in 
the town. Use the 
pavement for speed 

if you can. 


§B) Ice Cave: Take every 
path that goes to the 

F right, and you'll be 
mF set up favorably for the 
stuff ahead. 


C) Mega Jump: Jump 
| from the center of the 
s shed or you'll end up 
| facing a bunch of 

& deadly hills. 


ain Village: This is 


~~ you ‘Il take a lot. 
another mode. 


GENERAL 
See 


GENERAL 
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ZOOM LENSE - 


For Wipeout 2097 Mode enter: 


P| MAN 


_ For Virtual Graphics enter: 
~ VIRTUALLY VIRTUAL 


For Raining Frogs enter: 
CATS DOGS (Note: Be sure to 
switch the Weather Option to 
view this code). 


Hot Shots Golf 


PS - Man Incredible Codes 
~ To do this trick, you must first 


make sure that there are no memo- 
ry cards in your system and a sec- 
ond controller must be plugged in. 
Now take controller 2 and hold the 
LitL2*+Ri+R2 buttons simultaneous- 


ly, before the Title Screen appears. 


le holding these, go to the Title 
en and immediately after the 


_ flash happens, press Up, Up, 
Down, Up, Left, Right, 
Up, Up, Down, Up Left, Right, 
Right, Left. You must quickly do 
_ the button code as the Hot Shots 
logo is bouncing in, and finish the 
code before it stops. Once you do 
this, you'll hear a sound to confirm 
that it worked. Now begin your 


ight, Left, 


game and on the Character Select 
Screen, ee will have access to ode 


Opening Them: There are two tracks not available when you first start the game. 
These two are the best tracks in the game, as they are ultra-fast. You must beat the 
Hard setting to open up Dragon Cave, and Expert to be able to play in Deadly Fall. 
Tip: After the first 

SELECT LEVEL@e _ <n oss mere §=—«Dridge, look for 
a secret tunnel 
along the left 
side. It'll save 


j®| =, Va gy. SI you lots 
i <4 Ya \ee . 
. | al % of time. 


Normal 
aA COURSES i 
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them. On the Course Select Screen 
you will see that all the courses are 
now available! 


PS - All tracks, Race as Enigma 
Hidden Characters: To get all of 
the secret characters start the 
game and get to the Title 
Screen. Once there press Ri, Ri, 
Ri, Ri, Li, C1 Li, Li, Ro, Re, Rae, ea. 
L2, La, L2, L2, and Select. lf done 
correctly you will hear a noise. 
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Hidden Rings: This code will 
give you a couple new rings to 
play on. To start you must be on 
the Options Screen and have the 
ring option highlighted. Then 
press Ri, K2, Ri, R2 or Li, Le, 11, 
L2 and Select. This will scroll the 
ring over in a direction and 
eventually give you access to a 
new one. 


PS — Hidden Teams and 
Stadiums 

To enter these codes you must 
go to the Front Office option and 
then choose the “Create A Player” 
option. From here, enter any of 
the following codes and then 
save the name. When you return 
to Exhibition Mode and to the 
Vs. Screen, you will be able to 
select from the hidden teams 
and stadiums. 


ane idm cLor 
: POSITION: as 


j HEIGHT. s' 0" 
WEIGHT 145 
HANDED: RIGHT 
SKIN: LIGHT. 

ITINUE 


PlayStation 
Easter Egg Cheats 


s 
=~ 
2 
= 
& 


NFL GAMEDAY "98 


CAMEDAY. 
EASTER EGGS 8 


j add ) 
entry 
i 

remove 5 
ee entry y. 


seam rast 


tbedel ght jkim 


nopaqrstuyvwxyz 
01234567898 + 


AY 


At the Main Menu Screen, access 
the Options, then choose Easter 
eggs. Now pick the “Add Entry” 
option and enter one of 

these cheats: 

credits—Shows credits 

equal teams—All players equal 
quiet crowd—Crowd quieter 
busy ref—Lots of unfair penalties 
loud mouth—Loud PA announcer 
blind ref—Ref doesn’t call Pl or 
personal fouls 

crunch time—Louder hit noises 
big foot—Long field goals 
gloves—Great hands for receivers 
toast—Bad pass coverage 
leech—Great pass coverage 
hatchet—forearm shiver is juiced 
bettis—Shoulder charge is juiced 
juice—Hyper speed burst 
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jack hammer—Super stiff arm 
rejection—Defensive jump 

is higher 

flea circus—Players are tiny 

and quick 

watery ai—Catch-up speed high; 
pursuit angles are wrong 

virtual polygons—flat players 
humongous—All players are 
huge 

thin air—Special stadium 

and teams 

look ma—Players have stumps 
for arms 

horsemen—Players have no heads 
show off—CPU does only High 
Steps 

gd challenge—Hidden difficulty 
level 

deep gray—CPU remembers 

30 plays 

cpu offense—CPU offense gets a 
speed juice 

cpu defense—CPU defense gets a 
speed juice 

psychic—CPU cheats on every 
play call 

fire drill—Player and ball speed 
are very high 

nyse—Swim moves are juiced 


Nintendo 64 
Hidden Team 


WORLD CUP 98 


Type BuryFC as a name of 
any player. The names of 
the England team then 
become Creations football 
team and development team 
for World Cup. 


PlayStation & N64, 
Many Cool Codes 


NBA HANG TIME 


Pick Enter Name from the 
“Choose Option” Screen. On 
the Name Entry Screen, put in 
one of the names and PIN 
numbers as shown below: 
TURMEL 0322: Mark Turmell 
DANR oooo: Dan Roan 
DIVITA 0201: Sal Divita 
ROOT 6000: John Root 

SNO 0103: Sheridan Oursler 
AMRICH 2020: Dan Amrich 
PIPPEN ooo0: Scottie Pippen 
(with hidden attributes) 


ATLANTA =~ ro'Sttecr: 
‘ROSTON 

CHARLOTTE © 

CHICAGO 


OLEVELAND 
DALLAS 
DENVER 


OPPONENT 
NEEDED 


FREE PLAY FREE PLAY | 


‘JOIN IN! ‘JOIN IN! 


ATLANTA 
BOSTON 
OMARLOTTE | 
CHICAGO 
OLEVELAND 
DALLAS 
DENVER 


a ! ae , ee 
i i . 3 
‘e Ra OT y JOIN IN 


\e Kae Y ney j : j 
ee 14 omy DEW) ,| 4 | enee PLAY | 
Fe Afreures 


‘aeee!. see! NIOIN IN! NIOININE 


FREE PLAY 


PlayStation 
Many Codes and Secrets 


MOTO RACER 


These codes are to be entered 

on the Title Screen (with Start/ 
Options): 

View Credits - Press O, T, O, O, T, 
O, Up, Right, Left, X. 

View Victory FMV Sequence - 
Press: O, T, 0, 1,0, T, U, Up, RZ, A. 
Enable All Tracks - Press Up, Up, 
Left, Right, Down, Down, 0, R2, 

ie .3 

Enable All Reversed Tracks - 
Press Down, Down, Right, 

Left, Up, Up, O, L2, T, X at 

the Title Screen. 

Night Mode - Press Up, 0, Li, 
Down, T, L2, O, Left, Ri, X. 
Reverse Mode - Press Left, Right, 
Left, Right, O, O, Ri, Li, T, X. 


RED City 


¢ Daigo 
ee se 


PlayStation 


Multiple Cheat Codes 


OPTIONS 
POCKET MODE ON 


Pocket Bikes - Press Up, Down, 


R2, L2, Down, Up, LI, X at the 
Title Screen. 
CPU Bikes Only Go 50 km/h - 


Press Down, Down, Dowy, O, LI, 


O, L2, Down, Down, X. 
Turbo Boost - Press Up, Up, 


Up, T, Ri, T, R2, Up, Up, X at the 


Title Screen. 


NEED FOR SPEED III 


Do these codes immediately 
after you press Start on the 
“Race” Screen (Right before 
it loads in the level): 

Horn Cheat - Press and hold 
Start+Select+Ri+L2. In the 
game, press Up to use your 
horn. When your opponent 
or another car is close to 
you, it will flip into the air 
and crash! 

Slow Motion - Press and 
hold Up+X+Triangle. This 
will slow the game down 
by about 20 percent. 


Increase Car Weight - Press 
and hold Select+Square+X. 
This enables you to push 


most cars off the road 
(especially the police in Hot 
Pursuit Mode)! 

Police Talk - This makes the 
cops talk differently in Hot 
Pursuit Mode. 

Different Accent: Up+Ri+L2 
German: Up+R2+Lt 

Spanish: Down+R2+tLt 
Italian: Left+R2+Li 

French: Right+R2+L 


PlayStation 


Soccer Ball Trick 


PEAK 
PERFORMANCE 


Go into the course editor. 
While holding the X button, 
press Triangle to make your 
cone white. Place the white 
cone on the course. Repeat as 


necessary, depending on how 
many cones you have left in 
your inventory. Now choose 
your car and start the race. The 
white cones will have turned 
into soccer balls, which you 
can run into with your car! 


PlayStation 
Double Damage 
Facing Forward 


ROAD 
RASH 3D 


In any race, hold the L2 button 
and you'll get the far view. 
While holding this, press and 
hold the R2 button. Holding 
both of these buttons while 
racing will give you double the 
damage for your hits without 
looking backward! 


BLU GAMER 


SPORTS STRATEGY 
& TRICKS SPECIAL 


Hidden Teams 

For Tiburon team enter: Loin Cloth 
For EA Sports team enter: Orrs 
Heroes 

For All Madden team enter: Coach 
For All Time Leaders team enter: 
Leaders 

For All 1960s team enter: Pac 
Attack 

For All 1970s team enter: 
Steelcurtain 

For All 1980s team enter: Gold 
Rush 

For NFC Pro Bowl team enter: 
Aloha 


| | 
_ BSS" GAME, setup = 
eA 


PLAY GAME 


AWAY TEAM 
HOME TEAM “va 
iG 
S MIN 


WEATHER FAIR 


oY MOD. ROSTERS OFF Ta me 
ALLTIME RECORDS COWBOYS 
CREDITS 
700) OVERALE 37] 
700 ofrest 700 ———— 


mum, 700| O&Fenst 61 
7001 SR TEAMS 73 GE 


For AFC Pro Bowl team enter: Luau 
Hidden Stadiums 

For Astrodome enter: Jetsons 

For Cleveland stadium enter: 
Dawgpound 

For Oakland stadium enter: Snake 
For Tampa Bay stadium enter: Big 
Sombrero 

For Orange Bowl enter: Dandaman 
For RFK stadium enter: Olddc 

For Tiburon stadium enter: 
Sharksfin 

For Wild West stadium enter: 
Ghost Town 


PS ~ VARIOUS GAME CHEATS 
There are a few tricks here that will 
affect the type of car you have or 
add some kind of effect to it. 

EA Sports Car: This trick can only 
be done in Exhibition Mode. Go to 
the Race Setup/Car Select Screen 
and highlight the Kenny Wallace 
car. Then hold X and press Up 
and Down. 

Faster Car: To build a faster car 
you must go into the Car Setup 
Screen. From there put the pres- 
sure all the way up, the wedge all 
the way down, the rear spoiler all 
the way down and the gear ratios 
all the way up. 
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Bae GAMER 
SPORTS STRATEGY 


PlayStation 
All Cars, Course Select Code, Etc. 


Speed Racer 


PlayStation 
Bowl-Off Code 


Ten 


& TRICKS SPECIAL 


Pinnacle Car: This trick only 
works in Exhibition Mode as well. 
Go to the Race Setup/Car Select 
_ Screen and highlight Bobby 
Labontes’ car. Hold X and 

press Up then Down. 


PS - Easter Egg Codes 

To enable the Easter egg codes, 
begin a regular game (Exhibition, 
etc.), and after choosing your 
teams, go to the User Setup 
Screen. Choose “Start New” and 
enter the name: Secrets. Press 


Start to confirm the name then 
press the Circle button to activate 
the Secrets Menu. To enter the 
codes, go to Secrets Menu and 
highlight “Enter Secret Code” and 
press the X button. Now, enter the 
following codes—they are case 
sensitive, so enter them exactly 
as shown: 
Seaweed (Underwater court) 
Scary (Home team in Halloween 
costumes) 
Freaky (Away team in Halloween 
costumes) 
Cloak home (Home team 
selected player is invisible) 
Cloak away (Away team 
selected player is invisible) 
_ Eyepatch (Create player with 
_ eyepatch) 
Monocle (Create player with 
monocle) 
Toque (Create player EA Toque) 
Prisoners (Hitmen be free) 
Lizard (Chameleon Home Team) 
Reptile (Chameleon Away Team) 


PS - Easter Egg Codes 

All (except for the last two) are 
entered as Profile Names at the 
Create User Profile Screen. 

User will hear “It's in the game” 


These tricks will give you some 
cool, new options: 

Access All Cars - At the Car 
Select Screen, press and hold 
these buttons in this order: 
Ri+R2+Li+L2+Select+Down+ 
Triangle. Now let go and scroll 
Left or Right to see all the extra 
cars you can choose. 

Course Select Codes - At 

the Course Select Screen, 


32.; eprbeletle. 


CLELERATION> 


AS RIP > 
Pee Automatic ier gs Bem 
& 


» Demon. 


22 DECWE — EXT: 26 
F SELECT 


PlayStation 


do these codes: 

Night Only Race - Hold RitR2 
and press the X button. 

Day Only Race - Hold Li+L2 and 
press the X button. 

Dusk Only Race - Hold 
Ri+R2+Li+L2 and press 

the X button. 

Two Extra Views - During a 
race, press Start to pause 

the game. Press Right five 
times, then Left five times. 
Unpause the game and use 
the zoom buttons to get 
additional views. 

Smash the Start (Check) 
Sign - Activate the Rotary 
Saws on either the Mach 5 or 
the Demon. Then use the Auto 
Jacks to attack the sign. 


New Cars and Backward Tracks 


Test Drive 4 


Choose a One-player Race 
from the Main Menu and 
choose a Drag Race from 
the Race Menu. Now 
choose a car and win the 
race. You will set a new 
record for the race. When 
the “Race Again” Menu 
appears, choose “Quit.” 
Now put in your name as 
KNACKED for backward 
tracks, or SAUSAGE to get 
four new cars (GTSR, TVR 
12/7, Pitbull Special and a 
’69 Dodge Daytona)! The 
new cars and tracks will 
appear in the Single Race 
Mode only. 

Nitro boost, small cars 


There are even more codes 


PITB Ui Special 
@> mf Ww 
PITBULL SPECIAL ~ 
ENGINE = 18'tci 3.0 Lite 


HORSLPOWER = 800 bhp 
TRANSMISSION =: 4-Speed Manual 


WHET - 1690ths 727kg 
0-60 MPH = 15s @-100KPH: 16s 
TOP SPEED : 172 MPH 274 KPH 
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SAUSAGES 


ARCDEFCHEJLUNOPORST 
UVWAYZ0123456789. Di 


you can use from a Single 
Race game. You must race 
a track and get a course 
record (the Drag Race is 
the easiest). Then enter 
these codes as the names: 
To get a nitro boost every 
time you honk your horn 
enter - WHOOOOSH 

To get small RC cars enter 
- MJCIM.RC 

until you see the new 
Canyon court! 


Pin Alley 


On the Game Setup Screen, make 
the Play Style a “Tournament” 
game and put this code in the 
sixth slot of the roster as 
Vilooma. This will enter you ina 
bowl-off with another player. 
You will have to try to get strikes 
in the ninth and loth frames to 
beat your opponent with a per- 
fect score. Entering players in 
any of the other slots will regis- 
ter them in the bowl-off too. 


Game Setup 


PRE a oe 
coring: standard 
Ailey: Mout Baw) 


lay Style: laursoment 


J: Player J P¢3 
a: Player J 4: 
S00 dE Vilooma 


“hy, ee 
Back , Bawi! 


PlayStation 
Player Alterations 


NFL XTREME 


From the Main Menu Screen, 
choose the Rosters Option. In 
the Rosters Screen, choose 
“Create Free Agent.” On the 
CreateFreeAgent Menu, enter 
the following first and last 
names for the results as shown: 
GEORGE GIRAFFE - The quarter- 
back has a neck like a giraffe. 
LAMEBOY LENNY - All players 
walk around like they are lame. 
BIGHEAD BOBBY - All players 
have huge heads. 

MONKEY MICKY - All players 
have huge arms. 

TINY TOM - All players are tiny. 
You don't have to sign them 
ona team. Just leave them in 
the free agent pool. 
Remember, you can change 
their stats so they don’t have 
40 of everything. Also, you can 
mix and match codes together 
for different results! 


England 24.5 Croatia 18 Belgium 14.5 USA 13 
France 24.5 | Chile 17 Japan 1 | RWeland 2 


Germany 24.5 . Korea Rep. 14 
Ital 2.5 Norwa 16.5 Austria 
Spain 24-5 


Netherlands 2h Saudi Arabia Tunisia 


3 


(Argentina 23 
[Mexico zi || | Australia 9.5 

C Columbia Canada oe gh) 
Yugoslavia | Greece gg Si 

poChing RB) 


-Platform Differences- 
The teams are listed from 


best to worst, on ai to 25 
pt. scale, and the teams “ 
in are all non-quali- @ag ge 
fiers in the World Cup. \ ' 


Nintendo 64 


PlayStation 


+Easier on the eyes 
+A lot easier! 
+Tighter control 
-Slow load time 
-Hard-edged characters 
-Low frame-rate 


WORLD 
CUP 98 


-The World Cup Classic Mode?- 


@ A neat little hidden mode that’s tucked away in 
World Cup 98 is the Classic Mode. This mode enables 

you to play in all of the nostalgic World Cups of 
the previous 60 years. 

To access this mode, you must beat the 
World Cup with one of the 40 different teams. 
Once it’s beaten, you can go into the Classic 
Mode and beat it with either of the available 
teams to unlock the following classic year. 
Simple enough... 


o—___—— 


-Ideal Settings for 
Winning the World Cup- 


@ Here are the settings to the easiest road to 
the World Cup: |. Put the halves on two or four minutes. 
This lets you score quick goals, then play solid defense as 
you milk the clock. 2. Put the camera on the “Tower 
View.” This gives you a larger view of the playing field, 
and enables you to see exactly who is open at all times. 
3. Set the referee strictness lower so you don't get so 
many red flags while slide tackling. With these settings, 
the road to the World Cup will be an easy one! 


-Wanna Play Cheap?- 


Here’s how to beat the computer every single time! 


ote @ The “Turbo” Button 
This button should be your best friend when 
playing against the computer. You can simply 
overpower the opposing team every single time 
down the field. Just drive to the goal with one 
character and boom! Easy goal! Throw in some 
passing—unstoppable! 


@ Zig-Zagging 


-World Cup Classic Years- 


This tactic goes hand-in-hand with the above. 
Instead of hitting the Turbo button all the time, 
you can easily zig-zag back and forth around the 
other characters and drive right for the goal! 


@ Power Slide Tackling 

Oh yeah! Probably the best and most widely used 
defensive move in the game, the slide tackle is the 
best way to either get the ball away from oppo- 
nents, or simply smash their legs into a pulp! Be 
careful not to hit your opponents from behind, 
because you will probably be red carded if you do. 


(The following World Cup Classics are unlocked 
in the order below. The winners are highlighted 
in blue.) 


1I930—Uruguay vs. Argentina 
1938—Italy vs. Hungary 
1950—Uruguay vs. Brazil 
1954—W. Germany vs. Hungary 
1I966—England vs. W. Germany 
1970—Brazil vs. Italy 

1974—W. Germany vs. Holland 
1I982—Italy vs. W. Germany 


BLaTUGAMER 


SPORTS STRATEGY 
& TRICKS SPECIAL 


when entered correctly. 


AJNADS 
DDPELOP 
GCRHIUSC 
CJOEOR 
BDAORN 
OMJIER 
JROONB 
GRUSBL 
ISTME 
MDAADND 
HMOEL 
JDALCK 
NJOH 
VSAEN 
SICAH 
LEDIWS 
WRIFA 
MFAEN 
SJCOH 
TEWGT 
HEREWG 
SDWA 
CGEO 
CSH 
DAMYNO 
POEWRO 
RJOTNH 
ZULU 
TANDGWO 
SDAIL 
SFAEYT 
$jOl 
GNAMS 
REERM 
OLUTP 
ITAGM 
QSULI 
HSBE 
TJUO 
GHEOMO 
DPUAT 
CLICK 
JGOBE 
CURLHB 
VSAG 
DWOUC 
PZKPI 
OPLTO 
BJRAO 
FERT 
PSAPM 
PWARSS 
SWEEPRT 
KEORH 
DOEFL 
FIRELT 
QAULI 
SEDEF 
FOLTA 


TM_73ABA 
TM_78ABA 
TM_89ABA 
TM_92ABA 
TM_89COL 
TM_96FLA 
TM_93FST 
TM_96FST 
TM_82GRG 
TM_83MIA 
TM_86MIA 
TM_87MIA 
TM_89MIA 
TM_9IMIA 
TM_92MIA 
TM_94MIA 
TM_65MST 
TM_.91MCH 
TM_83NEB 
TM_9INEB 
TM_.93NEB 
TM_94NEB 
TM_73ND_ 
TM_88ND_ 
TM_89ND_ 
TM_680HO 
TM_790HO 
TM_850KL 
TM_870KL 
TM_94ORE 
TM_78PST 
TM_82PST 
TM_85PST 
TM_86PST 
TM_94PST 
TM_65UCL 
TM_68USC 
TM_.79USC 
TM_9IWAS 
TM_88WVA 
TM_85ABA 
TM_.75AZS 
TM_69ARK 
TM_46ARM 
TM_85AUB 
TM_84BCO 
TM_8iCLM 
TM_76GRG 
TM_S9LSU 
TM_84MIA 
TM_73MCH 
TM_97MCH 
TM_66MCS 
TM_82STA 
TM_7INEB 
TM_75NEB 
TM_97NEB 
TM_8INCA 
TM_46ND_ 
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ZQTUGAMER 
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KPEAL 
PSAON 
JDEMI 
CAUSE 
MDAVI 
SLANTG 
ITGSIN 
ZAIDE 
MID} 
BSUGUS 
MAERUN 


HCOHT 
XLL 
TMERIG 
x 
_EAFLOR 
TBHOERG 


OHAMISORE 


TM_5S7ND_ 
TM_66ND_ 
TM_74ND_ 
TM_70OHS 
TM_730HS 
TM_570KL 
TM_7IOKL 
TM_590MI 
TM_76PIT 
TM_7O0STN 
TM_97TEN 
TM_82CAL 
TM_69TEX 
TM_67UCL 
TM_88UCL 
TM_62USC 
TM_67USC 
TM_74USC 
TM_88USC 
TM..97WST 
TM_62WIS 
TM_TIBUR 
TM_EASPT 


> Access all stadiums. 


ILUVMOVIES 


- See the fmv from system 


Options Screen. 
FASTNFUNKY 


- 15-second game quarters 


"TWO CDS” 


-~ See all 112 teams in the 


top 25 poll. 
"PLAY WIZ” 


- See cpu's called plays. 


"CMONGUY” 


- Bump stats up to max 


on both teams. 


Hold Li and Ri at the "Play 
Week’ Screen in Season & 


Dynasty Modes. 


- Simulate all games 


through that week. 


Individual Touchdown 

Celebrations (cause 15-yard 
_ penalty for unsportsmanlike 

conduct): Hold LitL2 

+ one of the buttons below 


Ri = Spin the ball. 
Square = Hulk pose 


Circle = Spike the ball. 


Triangle = Backflip 


X = MVP 


iz 


PS — Training Mode Wrestler 
and Big Head Mode 

On the Main Menu Screen, 
press Li, Ri (it may take a few 
tries to get it to work). 


PlayStation 
Cheats and Codes 


NFL GAMEDAY ’99 


Big balls - Makes the football 
very large. 

Weak - Players fatigue easily. 
Stickem - Great hands 

for receivers. 

Prime Time - 

Great pass coverage. 

Rocket man - Great speed burst. 
Flea circus - Players are tiny 
and quick. 


OPTIONS 
EASTER EGGS . 


ADD ENTRY 


REMOVE ENTRY 


PlayStation 
Secret Characters 


WCW NITRO 


Hidden Characters: To get 
all of the secret charac- 
ters start the game and 
get to the Title Screen. 
Once there press Ri, Ri, 
Ri, Ri, Ca, be, 0, oa, Re, 

R2, R2, R2, L2, be, Le, La, 
and Select. 

If done correctly you will 
hear a noise. 

Hidden Rings: This code 
will give you a couple 
new rings to play on. To 
start you must be on the 
Options Screen and have 
the ring option highlight- 
ed. Then press Ri, R2, Ri, 
R2 or Li, L2, Li, Le and 
Select. This will scroll the 
ring over in a direction 
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Bunyon - Players are 
jumbo-sized. 


Invisible - Player are invisible. 


Steel Leg Field Goals can be 
made from way out. 

Piston - Super stiff-arm 

Hot shot - CPU only does 

high step. 

Coffee break - Player and ball 
speed very high. 


and eventually give you 
access to a new one. 
Swelled Head: To make 
your fighter’s head grow 
each time that you get 
hit or hit someone, press 
Ri, Ri, Ri, Ri, Ri, Ri, Ri, 
R2 and Select on the 
Character Selection 
Screen. 

Big Head: To start the 
match with a big head 
press 11, Li, Li, Le, Le, La, 
Li, L2 and Select on the 
Character Select Screen. 


PlayStation 
Various Cheats 


TRIPLE PLAY 98 


EA Dream Team—On the 
Exhibition Screen, press L2, R2, 
L2, R2, Circle. You’ll hear a 
click. Move left with the pad 
until you reach the 33rd team 
which is the Dream Team. 
Cheat Stadiums—At the Select 
Stadium Screen, press Li, RI, 
Li, Rl, Square. Move to the 
right of the screen and you'll 
see three new stadiums to 
choose from. 

The rest of these codes are 
done while holding the Li+R 
+L2+R2 buttons simultaneously 


font ar 
th 


Nee ee 
. > i oy be 


while in the middle of a game: 
Cheat Strikeout—xX, Down, 
Circle, Square, Right, Left, 
Triangle, Up. This forces the 
next pitch to be a strikeout. 
Cheat Homerun—Up, Triangle, 
Left, Right, Square, Circle, 
Down, X. Force next hit to be 
a home run. 

Cheat Crowdcomment— 
Square, Circle, Square. 
Announcers talk about the 
stadium and crowd. 

Cheat Weathercomment— 
Circle, X, Circle. Announcers 
talk about the weather. 
Cheat Sponsorcomment— 
Triangle, Circle, Triangle. 
Announcers give some 
funny commercials. 

Cheat Crowdcheer—Down, 
X, Down, X, Triangle. The 
crowd cheers. 

Cheat Crowdboo—Down, x, 
Down, X, X. The crowd boos. 


PSELECT. STADIUM 
rt 


Was 
uP SA 
Het 


N64 


Hidden Racers And Bonus Track 


F-1 WORLD GRAND PRIX 


After pressing Start at the Title 
Screen, go to the Main Menu 
and choose Exhibition. On the 
next screen, pick the Drivers 
Option. Scroll with the pad or 
the analog stick until you 
reach Driver Williams. Press 
button A and choose the 

“Edit Name’ Option. Using the 
pad, edit the last name 
(Williams) to the word, 


CO errgreces 
Lowe GLEE * 
Dg OAT 


PlayStation 
Easy Outs 


Chrome. When you are fin- 
ished, exit all the way back to 
the Title Screen. 

Now enter the Drivers Option 
again and scroll until you see 
a new character called Silver 
Driver. This driver is fast on 
the straight-aways. To get 
the Gold Driver, do the exact 
same code again, but this time 
replace the last name with the 
word, Pyrite. If you want to 
drive on the hidden Bonus 
Track, do the exact same code 
again, but this time replace 
the last name with the word, 
Vacation. Instead of the Drivers 
Option, go into the Courses 
and scroll until you see the 
Bonus Track, complete with 
a volcano! 


VR BASEBALL ’99 


In the middle of a game 
against the computer, get 
to the part of an inning 
where you’re playing in 
the outfield. A computer 
player must only be on 
first base for this trick to 
work. Have the pitcher 
throw the ball to the sec- 
ond baseman. Make the 
second baseman run out 


to the grass behind 
(above) second base. 
Then throw the ball to 
home plate. The computer 
player on first base will 
run toward second. 
Quickly throw the ball 
back to second base for 
an easy out. If you’re 
quick enough, it will work 
every time! 


PlayStation 
Many Cheats 


TOCA: 
TOURING CAR 
CHAMPIONSHIP 


Enter these names when you 
are naming your driver, then 
the game will announce, 
“Cheat mode enabled” 

then you enter your name 
as normal. 

JHAMMO - To access more 
tracks 

CMLOCK - To lock tracks 
back up 

PATSCREEM - To obtain 
TOCA Showdown, mirrored 
championship 

CMNOHITS - Disable collision 
detection 


: ENTER NAME PLAYER 4 


CMSTARS - Staring Sky Mode 
CMTOON - Cartoon background 
CMDISCO - Volcanic track 
CMCOPTER - Helicopter view 
CMGARAGE - Bonus tank 
CMCHUN - Go-kart Mode 
CMLOGRAV - Low gravity 
CMRAINUP - Reverse falling 
rain 

XBOOSTME - Fast Mode, all 
cars driving faster 

CMMICRO - Micro Machines 
Mode 

CMDISCO - Gives multicolored 


fog 


SPORTS STRATEGY 
& TRICKS SPECIAL 


tries to get it to work). 
1. This will take you to the base- 
ment, where hidden characters 
and modes are accessed after 
they are unlocked. Here are two 
of them to get you started: 
Wrestle as Training Mode 
Wrestler: 


2. Go to Training Mode and from 
the screen where you choose 


wrestlers, select “Custom” 


_ followed by “Trainer.” 


NBA Jam Extreme 
PS — New Teams and 
Characters 

Choose “Start Game” from the 
Main Menu Screen. When asked 
to keep a record, choose “Yes.” 
Then enter any of the initials 
and dates for the teams as 
shown below to play these 
new characters (cycle through 
them with Ri): 

MISFIT TEAM 

1. Daren Smith: MSS 10/26 

2. Jane Bradley: JHG 8/26 


- 3. Scott Perras: DJP 6/29 


4. Mike Spendlowe: JCS 12/8 
5. Cowboy: TVC 10/3 

6. Richito: RTS 2/25 

SMILEY TEAM 

1. Pirate Bill: SAL 2/2 

2. Mr. Happy: MJT 3/22 


3. Dufus the Clown: GRR 6/19 
_k. Three Feet Under: TOD 4/17 
5. Mr. Unhappy: GEM 11/3 


6. Ooohh: JLH 1/26 
INVISIBLE TEAM 

1. Gary Rowberry: WHO 1/| 
2. The Brain: BCS 1/7 

3. Monkey Boy: PJP 11/2 

4. Howie: BCE 7/10 

5. Jim Jung: JK} 12/13 

6. Huh?: CBR 6/25 
CELEBRITY TEAM 

i. Junior Seau: JR 6/1 

2. John Elway: WAY 9/30 
3. Frank Thomas: BIG 12/6 
4. Marv Albert: MRV 12/31 
5. Newt Gingrich: NEW 8/12 
6. Samoa: TVH 6/6 
SPECIAL SPORTS TEAM 

1. Cheryl Swoopes: SWO 1/| 
2. Rebecca Lobo: LOB 7/4 
3. Carol Blazejowski: BLZ 3/1 
4. Bob Lanier: LAN 9/10 

5. Air Nick: ARN 5/18 


6. George Gervin: ICE 4/27 
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WWF Warzone | . All Star Baseball 99 

NHL Breakaway 99 NFL Quarterback Club hele | 

FIFA ‘99 NHL Breakaway 98 
 WCW/NWO Revenge . FIFA Soccer 64 — o 
___ F-1 World Grand Prix _ _ FIFA: Road to World Cup 98 
: _. Madden64.-.._—s—«iwj. 
7 Wayne Gretzky's 3-D Hockey 8, 
"NASCAR 99 oe World Cup 98 
Fox Sports College Hoops ’99 Mike Piazza’s Striketone 


NFL Blitz ~ International Superstar ae © 
NFL Quarterback Club ’99 Nagano Winter O 


NHL ’99 WCW vs. NWO: World Tour 
Waialae Country Club True Golf Classics 
| F-1 Pole Position 64 


tee 


Tennis Tour 
Olympic lockey ’ 
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